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Games available at participating locations while supplies last. 7-Eleven? is a registered trademark of 7-Eleven, Inc. 


Tomorrow's 
Hits Today! 


Stop by your local 7-Eleven store today to 
reserve a copy of Madden NFL 10, plus 
more hot video games launching this fall. 
And starting August 1st, be sure to grab 
our new FREE 7-Eleven Game Guide to 
get the full scoop on upcoming titles. 


Learn More at: 
www.gamepro.com/7-eleven 
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4. Gritical-Mass 


Mass Effect 2 is rewriting the book on sci-fi epics 

with its player-driven narrative and galactic quest. 

PLUS: Star Wars: The Old Republic, Aliens vs. Ргед- ` 
ж ator, and six more must-see sci-fi games!. ) 


Тһе Sweet 15 


Тһе gaming jocks at GameProSports. 
com pick the 15 best sports games of 
the year, and five future stars!. 
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Opening Shots 4 


Spawn Poi 


The Katamari series is bringing more 
than just 1080p to the PS3—it’s com- 
ing to the console with a handful of 
new art styles that redefine the al- 
ready gorgeous series. We show you 
each of the eye-popping styles in a 
beautiful spread. 


Sneak Previews 30 


Bayonetta (PS3, Xbox 360) 
Brutal Legend (PS3, Xbox 360) 
DJ Hero (PS3, Xbox 360, Wii) 
Dragon Age: Origins (PS3, Xbox 360, РС).......... 36 


G-Force 
(PS3, Xbox 360, Wii, PS2, DS, PSP, PC) 


The King of Fighters XII (PS3, Xbox 360). 
Overlord ІІ (PS3, Xbox 360)... 
Monster Hunter Freedom Unite (PSP) 


Shadow Complex (Xbox 360)....... 34 
The Strike (Xbox 360, Wii). ...42 
Tatsunoko vs. Capcom (Wii).. 39 


Unbound Saga (PSP)... 
Uncharted 2: Among Thieves (Р53).... 


Feedback 86 


A new World of War map pack is 
coming, and of course, so are a new 
swarm of flesh-eating zombies. We 
talk to Treyarch about new weapons, 
new gameplay, and Achievements 
coming to Call of Duty! 


Reviews 


Battlefield 1943 (PSN, XBLA) 
BlazBlu: Calamity Trigger (PS3, Xbox 360). 
The Conduit (Wii) 
Fuel (Xbox 360)..... 


Ghostbusters: The Video Game 
(PS3, Xbox 360). 


Harvest Moon: Frantic Farming (DS) 


Holy Invasion of Privacy, Badman! 
What Did | Do to Deserve This? (PSP)...... 


inFAMOUS (PS3). 
Klonoa (Wii) 
Let's Tap (Wii) 
Punch-Out!! (Wii)... 
Red Faction Guerrilla (PS3, Xbox 360 
Shin Megami Tensei: Devil Survivor (DS) 
Terminator Salvation (PS3) 


Parting Sho 9 


To Boldly Go 


| was on the BART train today, riding to work, 
and | overheard two nurses fretting over lay- 
offs and salary reductions. It was a depress- 
ing conversation, and put the rest of my day 
under a dark cloud. 

These are difficult times for America. Un- 
employment is shooting skyward, wages are 
drooping, jobs are scarce, and morale is dan- 
gerously low nationwide. On a personal level, 
I've been battered, too, with the recent death 
of a close friend and an ever-growing stack 
of work that follows me home like a yipping 
stray puppy. 

To be blunt, the situation sucks. There are 
no easy answers, either. The best we can do 
is spend our money wisely, keep our options 
open, learn new skills, and indulge in a little 
escapist entertainment when the stress be- 
comes overwhelming. 

Stephen King once wrote that horror 
films and novels explode in popularity dur- 
ing times of national fear and discomfort. He 
pointed to the immense popularity of “crea- 
ture features” during the anxiety-stricken 
1950s and 1960s, also known as the height 
of the Cold War, when the typical American 
was fearing nuclear obliteration and those 
“duck and cover” PSAs were in heavy rota- 
tion. By King's logic, rubber-suited monsters 
and aliens were downright pedestrian com- 
pared to the spectral menace of the Cold 
War, and gave audiences a way to channel 
and focus their fears. 

| think King was onto something. But 
times are different, and the future is now. 
Just the other day, | was reading about how 
scientists injected a stroke victim with stem 
cells and—get this—now he's better, talking 
and walking without assistance. That's a phe- 
nomenal story, and it's not science fiction. It's 
real life. 

During these dark times, science fiction 
can inspire us, and help remind us of who we 
аге and where we're going. Look at Mass Ef- 
fect 2, which is telling a tale we can all identity 
with—looming oblivion and a final desperate 
struggle for humanity's survival—but writ 
large in a way that makes our current troubles 
seem downright primitive in comparison. In 
its own way, Mass Effect 2 is telling us, “we'll 
be all right.” 

You know what? I'm thinking we'll be all 
rig) 


Sid Shuman 

Senior Editor, GamePro 
sid_shuman@gamepro.com 
twitter.com/sidshum 
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Fight Night Round 4 opens and closes this issue just like Manny Pacquiao did to Ricky Hatton. 
FNR4 also happens to be faster than all previous games in the series, and allows players to 
get closer than ever for intense in-fighting thanks to the improved physics engine. 


FIGHT NIGHT ROUND 4: 


DEAD SPACE EXTRACTION Wi FALLOUT 3: BROKEN STEEL 


Brought to you by 


verizonwireless 


THE SABOTEUR 


Drive a variety of steam-powered vehicles that have 
specific acrobatic abilities, such as climbing up walls. 


DAMNATION 


TRANSFORMERS: REVENGE OF THE FALLEN RABBIDS Со HOME 
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Global warming, four-player co-op, апа alien bosses so big you can fight 
them by plunging into their guts and frying them from the inside-out. 


LosT PLANET 2 


RED DEAD REDEMPTION ! 


1 CHAMPIONS ONLINE х 


Borderlands reveals its sexy new look: а kind of hard-lined comic book art style. The game remains . 
a four-player cooperative adventure, like Diablo with guns. Over half a million guns, to be precise. 


BORDERLANDS 


*SPYBORGS GHOSTBUSTERS 


Mysterious creatures go bump in the night in this supernatural shooter, but 
with the ability to fully customize your weapons at least they'll go out in style. 


THEY 


BAYONETTA 


The ruthless "Dick" Marcinko, voiced by Mickey Rourke, viciously stabs 
a North Korean grunt in the back. Rogue Warrior will feature dozens of 
in-your-face kill moves that will enable you to execute enemies in style. 


ROGUE WARRIOR 


Introducing the app-friendly LG enV’ TOUCH and епу/"3. 
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enV TOUCH 


Satisfy your appetite for apps with the new enV TOUCH and enV3. 
Put the pedal to the metal with Need for Speed Undercover, get 
the exact yardage to the green with GPSGolfShot, or track your 


ш 
workout with Bones in Motion. All on America’s Largest 3G Network. veri Onwireless 
1.800.2 JOIN IN www.verizonwireless.com/ 


Coverage not available everywhere. All company names, trademarks, logos and copyrights not the property of Verizon Wireless are the property of their respective owners. ©2009 Verizon Wireless. 


THE WITCHER: RISE OF THE WHITE WOLF PS3 


In multiplayer, each player is worth a certain value of Bounty Points depending 
on their skill rating. The more kills you string together in a match, the more you'll 
be worth, making you a lucrative target for other players. 
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This demonic nun is sexy looking from the back, though, 
she could use a good dentist and a breath mint. 


BRUTAL LEGEND 


Fly around with a jetpack strapped to your back, hijack alien UFOs and turn thei 
plasma-powered cannons against them, or just do what | do: free fall until Will's nos: 
almost touches the ground, and then activate the jetpack to spring back into the $ 
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Refuel. 


How ао І stay оп 
track? Milk. Its protein 
helps build muscle 
and its unique mix of 
nutrients help me refuel 
after a workout. So eat 
ight, exercise and drink 
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got milk? — 


BLITZ: THE LEAGUE II 3 “THE Bics 2 


If you think Madden NFL 10 looks good on the Xbox 360 and PS3, wait until you 
see the Wii version's stylized art, which draws inspiration from Team Fortress 2. 
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The Need for Speed series take a shift into authentic racing, where 
every crash shakes your vision like a grenade concussion. 


* NEED FOR SPEED: SHIFT 


CHECKPOINTS Lac -8M 
11/16 


ТІМЕ | 1613 М 
00.02.20.33 : Syv | «72M 


No boundaries. Go offroad wherever you please. Real-time 
weather. Over 70 cars to choose from. What not to like? 


Katamari of Art,..Page 18 

The Best Fictional Video Games... Page 22. 

COD Map Pack Chat... Page 24 
Sci-Fi Game бгірев...Раде 28 


GETTING 
WET 


Another shooter starring a sexy heroine? 
Here's why you should care about WET. 


Almost 13 years ago, Tomb Raider's Lara Croft 
set the stage for sexy female protagonists. Since 
then, many capable ladies have attempted to un- 
seat her as the sultry queen of gaming, but none 
have really captured the attention of the gaming 
community or the public at large quite like Ms. 
Croft. This issue features another glamorous gun- 
toting gal in Bayonetta (see "Previews," this is- y 

sue), but this page is dedicated to the upcoming X і 
action-shooter WET, and its ultra-hot protagonist, | & $ % 

о 


Rubi Malone. 
Why should gamers give this girl a second ғ 
glance? The reasons аге many. For опе thing, the зач ай 
gameplay looks to equally emphasize acrobatic ж 
traversal and stylish shooting, unlike most ас- 
tion-shooters that focus primarily on what you do - 5 
with your gun. Also, the fact that this game has wm», 
attracted the attention of Bethesda Softworks as к 
a publisher shouldn't be ignored. If the company 
sees fit to promote this game alongside Fallout 
and Elder Scrolls, it's gotto have gameplay chops. 
And finally, there's Rubi herself. She's pretty easy 
on the eyes, and she's being voiced by one of Hol- я 
lywood's sexiest starlets—Eliza Dushku, of Buffy, 
Angel, and Dollhouse fame. Add all of those com- 
ponents together, and you've got a shooter that's ў 
on target to attract attention when it releases this y 
fall.—Dave Rudden 
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The classic Katamari style we all know and love isn't go- 
ing anywhere. The blocky yet colorful and smooth look 
of the original games is endearing and has defined the 
series thus far. With 1080p graphics for the first time, 
expect Normal Tone to still pack a visual punch. 


Cooks bike: 


The Katamari series thus far, That's not a bad thing. 


Emulating опе of the biggest graphical fads of the 
previous console generation, Comic Tone should 
be familiar to anyone who played a cel-shaded 
game. Unlike most of the games that applied the 
look, itseems to work well within the Katamari uni- 
verse, with the dark borders giving the many items 
more depth. 


Jet Grind Radio and The Legend of Zelda: The 
Wind Waker. 


Weed Tone 


At first glance, this wood grain style doesn't seem to 
be the best fit for the Katamari franchise. Once you 
see it in motion, however, you'll find that the Wood 
Tone filter gives the game a unique, rustic look that 
shouldn't be ignored. 


tooks Like: 


Red Dead Revolver and many other Wild West-set titles. 


Heavy on pastels and wavy lines, New Tone almost 
has a sketchbook sensibility to it, giving the game an 
almost dreamlike look. It's certainly the most distinct 
new look debuting in Katamari Forever. 


Drawn to Life for Nintendo DS. 


JUNICHI MASUDA 


What were the first 
Pokémon battles like 
when you were develop- 
ing Red and Green? 

| was involved in the de- 
velopment for Pokémon 
Red and Green (Blue in 
the United States) We 
initially didn't have a 
plan to develop the abil- 
ity to battle with friends. 
Then, towards the end of 
the development, we made it possible for the play- 
ers to battle against their friends using a Game Link 
Cable Players who battle against the computer's 
Trainers in the game can memorize which Pokémon 
each Trainer has if he or she plays often. On the 
other hand, you will never know what Pokémon your 
friends have when you battle against them. You can't 
even guess what kind of moves they will use. It was 
fun and more exciting than expected. 


What's your personal reaction to seeing Pokémon 
evolve from one-on-one local battles to worldwide 
competitions? 

Ever since | saw the Pokémon Trading Card Game 
World Championships, | always had a dream— 
"Someday, | would like to hold a Pokémon Video 
Game World Championships.” The first thing | did in 
orderto make my dream cometrue wasto strengthen 
the video game structure. With Diamond, Pearl, and 
Platinum Versions, players can trade or battle each 
other all over the world. It was very challenging 
and beyond my imagining that we would be able to 
eliminate the problems we encountered in different 
languages. Finally, my dream came true in 2008. І 
sincerely appreciate all involved in this; the players 
who are participating in the tournament, the people 
who agreed with my dream and the staff who actu- 
ally operate the tournament. 


Н you could enter the VGC, what Pokémon would 
you pick as your star team? 

lam not good at battling, but | would probably battle 
with Pokémon | love. I'd probably pick from Electi- 
vire, Charizard, Metagross, Mismagius, Tangrowth, 
and Pichu. 
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With the Pokémon Video Game Championships in full swing, we man- "У 
aged to pull Pokémon Platinum Director Junichi Masuda and Pokémon 
USA Marketing Director J.C. Smith away from the action long enough to 
find out more about the Pokémon franchise and this year's tournament! 


J.C. SMITH 


This year, the Pokémon 
VGC is emphasizing Dou- 
ble Battles—what's the 
reason behind that, and 
how should it affect this 
year's tournament? 

Most competitive players 
have grown accustomed 
to the single battle format, 
and many strong strategies 
have revolved around one 
active Pokémon. However, 
the double battle format nullifies some of the more 
dominant single battle strategies, simply because it is 
possible for two Pokémon to focus their attacks on a 
single Pokémon. Many of the heavy-hitters in the single 
battle format are simply too fragile to hold up against 
that kind of focused fire, so players have been required 
to find new staples. In addition to requiring players to 
rethink their strategies, the double battle format tends 
to have faster battles, as many of the defensive strate- 
gies from the single battle format aren't as feasible. 


What are rules for competing this year? 

Inthe U.S., the tournament will be played exclusively 
on Pokémon Platinum Version, so you'll need that to 
begin with. From there players must bring a team 
of tournament legal Pokémon which are Level 50 or 
lower. Once it's determined that the player's party 
is legal, the battles will follow Double Cup rules. 
To keep things interesting and varied, we have ex- 
cluded some of the "über" Pokémon from the com- 
petitions. We want to ensure that Pokémon events 
are fun and competitive. In addition to the pride of 
attaining the highest level of status in the world of 
competitive Pokémon video game play, two World 
Champions will win a paid trip for four to either To- 
kyo, New York, or Hawaii, as well as the opportunity 
and a paid trip to defend their title at 2010 Pokémon 
Video Game World Championships. 


What's your favorite Pokémon? 

From a collecting standpoint, | really like Rotom. 
On top of it being a cool looking Pokémon, it's a fun 
character that allows you to change types depend- 
ing on the battles you're anticipating. The team I’m 
using in the Platinum tournament at our office uses 
Bronzong to set up Trick Room. l'm far from a master, 
but | learned something watching the competitions 
last year. It's clear that Bronzong is strong against 
many of the popular moves. 


Championship Details: The U.S. Nationals level of 
the Pokémon Video Game Championships will be 
held on June 27 in St. Louis, MO. Three European 
venues will also hold championships (May 30 in Lon- 
don, UK; June 13 in Berlin, Germany; and June 20 in 
Paris, France) giving U.S. and European players the 
chance to play each other and Japanese competitors 
to determine the 2009 World Champion. 
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... Space 2...Dead Space 2...* The season finale 
to Fringe was slightly mind blowing, wasn't it? 
Fingers crossed for the second season - that's 
what separates the men from the boys in TV- 
land. A pity that Terminator: Sarah Connor 
Chronicles isn't coming back: Despite my love/ 
hate affair with the show, the end of Season 
Two was beginning to show signs of life. Next 
up on the DVR: Dollhouse and Breaking Вас...» 
Protip: Don't miss out on Red Faction Gue- 
rilla. This little puppy evolved began as a so-so 
shooter before evolving into a massive play- 
ground of destruction. | dig the Tribes-inspired 
multiplayer mode, too (jetpacks!).. * Hot, 
sweaty, man-on-man action is taking hold at 
the GamePro offices. The primary sweat vec- 
tor is UFC 2009 Undisputed, which has trans- 
formed our own mild-mannered reviews editor 
Tae K. Kim into a frothing, showboating bully 
who can crack walnuts with one flex of his digi- 
tal pecs. The lunchtime UFC feuds are drawing 
some rowdy crowds, and the arrival of Fight 
Night Round 4 will only jack up the testoster- 
one another notch. Who needs WWE, amir- 
ite?...e Geo Defense on the iPhone is now the 
most addictive tower defense game I've ever 
played. There, | said it. And yes, that includes 
PixelJunk Monsters (даѕр!)...• I've been sur- 
prisingly game-celibate lately. Between some 
tight deadlines and lots of E3 preparations, 
I've been neglecting my scholarly studies with 
games like Beyond Good & Evil, Mirror’s Edge, 
and Uncharted: Drake’s Fortune. Meanwhile, 
Resident Evil 5 and Killzone 2 are just kind of 
sitting there next to my TV. Time to shake off 
this ennui and make a dent in that stack, and 
maybe get around to finishing Shadow of the 
Colossus and Fallout 3 while I’m atit...e Sony's 
plans for the PSP and PS3 are extremely ambi- 
tious, and the games are beginning to speak 
for themselves. If you had to recommend a 
PS3 or an Xbox 360 to a fellow gamer right 
now, which would you recommend? Don't 
get complacent now, Microsoft...» Man, any- 
one else getting rabid for Mass Effect 2? If you 
haven't played the first game by now, you're 
missing out on one of the best sci-fi game sto- 
rylines ever created...* Please say a brief "Sho- 
ryuken" for my pal Rob "BFT" Denlinger. Rob 
would've been 29 this October. Rob is survived 
by his little brother Derek, who runs our iP- 
hone gaming site at iphone.blogfaction.com. 
Stop by give his iPhone game reviews a peek, 
they're a hoot...* Following me on Twitter yet? 
It's just like this here Static column, only all 
day long baby. Follow me at twitter.com/sid- 
shuman...* Fallout: New Vegas...Fallout: New 
Vegas...Fallout: Ne... 
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VIDEO GAMES 
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Countless fictional video games have ap- 
peared on The Simpsons, but one game 
stands out from the rest and it's the over- 
the-top Mortal Kombat spoof BoneStorm. 
In "Marge Be Not Proud," Bart first learns 
about BoneStorm in a hilarious commercial 
that shows two three-armed Goro lookalikes 
beating the life out of each other as severed 
limbs rain down from the sky. Bart's 
so impressed by the game that he 
eventually steals it. We think the les- 
son from the episode is that allowing 
your children to play God of War and 
Resident Evil is preferable to having 
them to grow up to be criminal. 


| 5 EXISTENZ 
| “From: EXISTENZ 


Film director David Cronenberg has been re- 
sponsible for some real bizarre things dur- 
ing his career. In his 1999 flick eXistenZ, a big 
shot game designer is showing off a revo- 
lutionary new video game to a group of ОА 
testers. The game, called eXistenZ, com- 
bines virtual reality with the most disturbing 
video game controller ever conceived, which 
looks like a warped mound of flesh 
covered in giant nipples. Another 
strange thing about the game itself 
is the weapon Jude Law's character 
uses, a gun, fashioned entirely out of 
chicken bones. 


Jm 


ШАЛТ? 


GLOBAL THERMONUCLEAR War (ШЕ 


From: WarGames 


In the irresistibly cheesy 80s film WarGames 
a character played by a young Matthew Brod- 
erick stumbles upon what he thinks is a top 
secret new video game, but is in fact a high- 
tech government tool used to simulate what 
would happen in a real nuclear holocaust. 
Once Broderick’s character begins to play 
the game, all hell breaks loose as the 
governmentthinks a real attack on Las 
Vegas is happening, which raises the 
DEFCON level and makes everyone in 
Washington crap their pants. Random 
note: Look for a young Michael Mad- 
sen (Mr. Blonde from Reservoir Dogs) 
in the film's first five minutes. 


22 // Auc2009 // GAMEPRO.COM 


Video games are such a huge part of pop culture 
these days, they're constantly referenced and shown 
in films, TV shows, books, and just about every other 
form of entertainment you can imagine. The follow- 


ing games, however, exist only through those me- 
dia forms as they are entirely fictional. Read on to 
discover the six coolest video games never created! 
—Patrick Shaw and Dave Rudden 


З The SNUGGIER 


From: Tim AND Eric AWESOME 
_ SHow, Great Jos! 


Far too many forms of media focus on vi- 
olence and sex, which is why “The Snug- 
gler” is such a breath of fresh air. Mopey? 
Mauled т a forest? Don't worry, The Snug- 
gler will spoon with you and get you back 
into good spirits and health. Like any hit 
TV show, "The Snuggler" is a prime can- 
didate for a video game transla- 
tion, which traded the forest for 
city streets and giving the charac- 
ter a quest involving "chrystals" 
and shields. 


2 HEROIN HERO 
4 From: SOUTH PARK 


On an episode of South Park entitled "Guitar 
Queer-o," Stan's father, Randy Marsh, finds 
that despite his actual musical talent, that 
his skills at music video games are decidedly 
lacking. When he happens to find Stan's copy 
of Heroin Hero (which he purchased to ease 
the stress of his high-profile video game mu- 
sic career), Randy indulges and plays the 
game, continually chasing the dragon 
but never quite catching it. 


FROM: THE WRESTLER 


Wrestle Jam 88 blurs the line between fic- 
tional game and reality. It's fictional in the 
fact that it's a game set within a work of fic- 
tion, and is not a readily available game. It's 
very real, however, in the fact that a game 
was created for Mickey Rourke and a child 
co-star to play during a brief scene in the Os- 
car-nominated movie. Wrestle Jam 88 fea- 
tures Rourke's character, Randy "The 
Ram" Robinson as well as his most 
famous opponent, The Ayatollah, in 
an NES game very reminiscent of 
WWF Wrestlemania. Since it seems 
unlikely that we'll ever be able to play 
Wrestle Jam 88 we're going to clas- 
sify it as fictional, though our desire 
to someday play it is very real. 


WRESTLE JAM! 


| 
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SPAWN POINT 


BONZAI ZOMBIES: 
THE DEATH SWAMP CALLS! 


Call of Duty: World at War Map Pack 1 surpassed 
the two million download mark in less than two 
months on the Xbox 360 and PlayStation 3. If 
that's any indication to how good CoD: WaW's 
downloadable content is, Map Pack 2 will calm 
your appetite for brains with an all new Zombie 
Co-Op level (in addition to three new competitive 
multiplayer maps). We talked to Treyarch's on- 
line community manager, Josh Olin, who gave us 
all the details on the Japanese zombie swamp, 
traps, and fiery hell hounds. 


Which Perk-a-cola machines are returning and 
what new perks will we see in Nazi Zombies Shi 
No Numa map? 

Shi No Numa features the vintage Perk-a-Cola ma- 
chines from Verruckt - Double Tap Root Beer, Ве- 
vive Soda, Juggernog, and Speed Cola will all be 
making a return. This time around, however, they 
will appear in random order each time you come 
across one. As with Verruckt, they will be scat- 
tered about the level in different areas—but each 
time you locate one, it has a one in four chance of 
being the Perk you were hoping for! 


Is Shi No Numa a larger map than Zombie Verruckt? 


Yes, Shi No Numa is larger than Verruckt—about 
three times as large. It's also outdoors now, which 
marks the first time players will be in locations not 
entirely protected by boarded-up windows. 


MOVIES FOR GAMERS 
| ето SS кв 


Shi No Numa is aptly nicknamed "Zombie 
Swamp." As such, the players will be faced with 
varying terrain as they venture outside into the 
Pacific bog. As they wade through knee-high wa- 
ter, for example, their movement will be slowed. 
For anybody experienced with CoD:WaW's Zom- 
bie mode, you'll know just how dangerous of an 
obstacle this could be. Considering that Imperial 
Zombies will be popping up from under the water 
as well, the bog will be a risky path to take! 

With these new gameplay dynamics, players 
will have to utilize the various traps and mecha- 
nisms in play. One example is the Zipline—it is a 
fast way to traverse from one side of the level to 
the other; however, it has a cool-down period like 
the other traps in the level. 

Finally, with more room comes more enemies - 
Shi No Numa will also be introducing vicious “Hell 
Hounds" into the mix. These creatures will sponta- 
neously take the players by surprise, and offer an en- 
tirely new kind of target to lock onto and take out. 


WATCHMEN: DIRECTOR'S CUT 

You may have thought that you saw the most 
complete adaptation of the Watchmen graphic 
novel ever created when you saw the live-action 
movie in theaters a few months ago. You were 
dead wrong. Zach Snyder is unleashing his direc- 
tor's cut on Blu-ray and DVD this summer, and he's 
added over a half hour of new footage to the al- 
ready comprehensive yet action-packed flick. On 
top of that, both versions are packed to the gills 
with special features. And while the Blu-ray costs 
more than the DVD, natch, it comes with one ofthe 
best extras ever—both episodes of the Watchmen 
video game! Now that's a deal! 

$35.99 


THE STATE: THE COMPLETE SERIES 
We've heard rumors before, but finally, it's hap- 
pening. The State is coming to DVD. This ground- 
breaking sketch comedy show, which aired on 
MTV in the mid-90s, launched the careers of 
many of today's top comedic talents (like Michael 
lan Black and David Wain) and for a brief shining 


What is the origin of "Shi No Numa"? Does this 
mean "Death Swamp” in Japanese? 

That is exactly what it means in Japanese. Much 
like "Verruckt," we wanted to keep the name a bit 
onthe creative side. Internally we referto the map 
as "Swamp" or "Zombie Swamp," which quite 
frankly, is precisely what the level is. 


In what mode will the new Achievements and 
Trophies be unlocked? 


Map Pack 2 will introduce new Achievements and 
Trophies for the Xbox 360 and PS3 respectively. 
These new unlocks will be available in the Zombie 
Co-Op game mode only. We understand that there 
are great concerns when it comes to introducing 
Achievements into Multiplayer with regards to en- 
couraging "boosting," and wantto make sure that 
does not happen in World at War. 


moment, made MTV cool. Every episode features 
commentary from many of the 11 members of the 
comedy troupe, as well as plenty of never-before- 
seen outtakes and skits that never made it on the 
air. Buy this DVD, and you'll finally understand the 
many State references we've been peppering into 
this magazine over the past three years! 

$79.99 


LosT SEASON 1 & 2 BLU-RAY 

With the show now reaching insane levels of (al- 
beit awesome) sci-fi craziness, you may want to 
return to the relatively normal days of Lost. But 
man, those DVD box sets are tough to go back to 
after the last two seasons have had HD releases. 
Buena Vista knows that, which is why they've gone 
back to the island and retrieved the original high- 
def episode transfers for a Blu-ray release. Relive 
the days when everyone lived in the present on 
thesame island, where Shannon, Boone, Michael, 
Claire, and Charlie were alive and well, and we had 
no idea who the Others were. Memories... 

$69.99 each 
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Best Spectators 


in Video Games 


Most fighting, sports, and music games до an able job of making it seem like there's a large 
virtual audience watching you fight or play. Then there are these seven people, whose presence 
is so amazing that it almost distracts you from the game! —Patrick Shaw and Dave Rudden 


7 PRISONERS 
Г From: Guitar Hero lll: 
Legends of Rock 

Ask any music aficionado about it, 
and many will tell you that Johnny 
Cash's At Folsom Prison is опе of 
the best live albums ever. The idea 
of a rock star not being intimidated 
by, and actually impressing a group 
of criminals is amazing. One stage 
from Guitar Hero ІЙ manages to por- 
tray the unique and ultimately rock- 
ing scene by having you perform in 
front of a crowd of prisoners. 


Miis 
From: Wii Fit 


The Miis stored on your Wii make 
many appearances in Wii Fit, kicking 
soccer balls and watching you tight- 
rope walk, but their presence is most 
notable during the Basic and Ad- 
vanced Step stages. In those events, 
you and a group of your closest Miis 
do very rudimentary dances using 
the balance board. Somehow, that is 
entertainment enough for the rest of 
the Miis on your system, as well as 
Miis of your friends, if you have your 


SEVERED HEADS 

From: Time Killers 
What kind of a sick bastard decorates 
his home stadium with decapitated 
heads? In the ridiculously hammy 
Mortal Kombat clone Time Killers, a 
row of bleeding heads surround the 
Feudal Japan stage, which seems 
morbid but actually works well in 
eliminating the problem of aggravat- 
ingly loud drunks in the stands. 


THE LIVING FOREST 

From: Mortal Kombat II 
We're unsure whether these creepy 
screaming trees from Mortal Kombat 
ІІ are іп any way related to the talk- 
ing apple trees from The Wizard ої 
Oz, but we suspect they might be. 
Another thing we can't figure out is 
how anyone could concentrate on 
fighting when there's a wall of angry 
trees staring at them. 


system set to mingle. 


IMPRISONED SONYA AND KANO 

From: Mortal Kombat Il 
Much to everyone's surprise, Mortal Kombat's 
one-eyed sociopath Kano and spandex-loving 
Sonya didn't appear in the second game as com- 
batants, but as spectators. The two classic MK 
characters сап be seen in Shao Kahn's stage in 
shackles, forced to watch ongoing fights. 


Geek Speak 2.0 


Easter Egg: 

Any intentionally hidden content in a video game 
that isn't strictly necessary, but is included any- 
way, often for the sake of a laugh. Famous ex- 


amples include a concealed credit screen in 
Adventure for the classic Atari 2600 console, and 
the Secret Cow Level in Diablo І. 


From: Street Fighter IV 


Street Fighter IV is filled with amazing, vibrant 
stages set in exotic locations. Mostly. There is 
one set underneath what seems to be an over- 
pass. The audience is sparse, but does have a few 
attentive, rambunctious children. Like any group 
of children, there is going to be a fat one. And this 
one's adorable. 


XP: 

Short for "experience points." Used to reward players 
foraccomplishing objectives like dispatching enemies 
orsolving puzzles. Depending on the game, you might 
accumulate enough to gain levels, and thus improve 
personal statistics and abilities, or spend the points 
directly on upgrades and customization options. 


From: Street Fighter ІІ 


Though just about every background in Street 
Fighter ІІ has remained memorable, the one that 
we feel closest to is Guile's stage. Probably be- 
cause everyone there seems so close. This Air 
Force base must be celebrating leave, because the 
male and female soldiers aren't following orders. 
Particularly the one woman massaging a male sol- 
dier's upper thigh. Hmm... 


Beta: 

A work-in-progress version of a game that has 
passed a round of private "alpha" trials by the de- 
veloper, and been released to individuals outside 
the company for further testing. "Closed beta" ef- 
forts are restricted to approved individuals, while 
"open beta" programs are accessible to everyone. 
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Video games and science fiction go together like torpedoes and photons, but even talented developers continue to do things 
that make us want to hitch a ride to Alpha Centauri. Here are six examples from our current crop of gripes. -Cameron Lewis 


по! jen Ше 
Too often it seems like every “alien” is just а hu- 
man with an unfortunate face transplant, yet 
another bug-eyed super-sized insect, or a tenta- 
cle-faced mind flayer wannabe. Where are the 
sentient vapors and the smart-mouthed hyper- 
evolved molds? Spare us the “a forerunner race 
seeded the galaxy with similar bipeds” crap and 
use some imagination. 


The age of the side-scroller has passed, but its 
well-worn design patterns live on in the form of 
alien worlds composed entirely of jungle, lava, 
and ice. № you're lucky, you get the city-that-cov- 
ers-the-whole-planet routine, and can explore 
a hundred thousand square feet of glass and 
brushed steel. So, the star-faring future is a glori- 
fied shopping mall? Good to know. 


Commander Shepard 


Background: Depending on your choices, you either had a normal or ex- C] 
tremely traumatic youth and early military career. And you might be a girl. 


Read up on time dilation effects, and you'll find 
our universe behaves in some unnervingly 
strange ways. So why are there never any inter- 
esting repercussions to mucking about with black 
holes and light speed? For that matter, let's stop 
pretending that a slow motion effect is an accept- 
able substitute for the full-blown time travel mind- 
bender we really want. 


When it comes to interstellar travel, you'd think 
form would follow function. Ever seen the inside 
of a submarine that costs billions? It isn't exactly 
the Ritz-Carlton. So why does every backwater 
bounty hunter reject have the scratch to buy a rig 
with twenty-foot ceilings, a reverse-engineered 
alien reactor, and enough firepower to simulate 
the Big Bang? 


(Mass Effect) 


and husband. 


Jack Shephard 


(Lost: Via Domus) 
Grew up to become a successful doctor, but failed at being a good son 


nic Clichés 

We played the Halo games to death, but let's face 
facts: Master Chief has all the unique personality 
of a zero-gravity toilet. Let's send all generic non- 
entities out the nearest airlock. If we meet one 
more headstrong human with a heart of gold, ana- 
lytical alien with suspiciously pointy ears, or one- 
note Earth Mother in space spandex, somebody's 
taking phaser fire to the face. 


‚ Mmkay? 
Science fiction books and movies have mined ev- 
erything from causality and culture to identity and 
perception to deliver emotionally moving experi- 
ences. So why do science fiction games so often 
boil down to tired, insight-free sermons about the 
ravages of war? There are whole continents of 
rich philosophical ground left to explore. Can we 
at least start lacing up our boots? 


Quest: To hunt down Sarin and restore the status 2E To lead a group of plane crash survivors off of a cursed island. Then back 


of humans in the intergalactic council. 


on. Then off again. 


Allies: Primarily humans, though three alien races can join your party. ) Kate, Hurley, Sayid, and when he’s not angry at them, Locke and Sawyer. 
g У 


Romances: Can get it оп with male or female humans 
or aliens, depending on your choices. 
Current Status: Rumored dead after defeating Saren @ 


with Juliet. 


1 He's been into Kate pretty much the entire time. Except for a brief thing 


His plan to blow up the island circa 1977 either killed or saved everyone. 


island rags disintegrate along 
lander returns fire. 


IT’S MIDNIGHT. COME OUT & PLAY. 


2009 TOUR COMING ТО A CITY NEAR YOU! 
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Your world. Delivered. 


PREVIEWS 
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‚ «ціка... 


On top of the impeccable humor, the game has copious amounts of gore. Hooray! 


BRUTAL LEGEND 


The team behind Psyc 


EES 


et it be known that this is the last time we'll 
ЕС anyone for overlooking Psycho- 

nauts, Double Fine's 2005 platforming classic 
that lauded praise from the press but apathy from 
consumers. Why are we calling this cease fire? 
Well, it seems like Double Fine and its founder, 
Tim Schafer, are over it, so we should be too. With 
а game set to rock the world as hard as Brütal Leg- 


end promises to, it's obvious that the public won't 
make the same mistake twice. 


THIS IS A TRIBUTE 

Ifyou don'tknow who Tim Schafer is, here's a quick 
primer on one of the funniest and most creative 
developers in the entire industry. At LucasArts, 
Schafer worked on some of the studio's most well- 


Though your armies are strong, sometimes you've 


got to get in there and bang some heads yourself. 


ts takes the stage with the funniest (and possibly most fun) game we've ever seen. 


known adventure titles like The Secret of Monkey 
Island and Day of the Tentacle before taking the 
lead on two of the company's final graphic adven- 
tures, Full Throttle and Grim Fandango. After that, 
he founded his own development house, Double 
Fine, which created Psychonauts, a title we've 
promised to shut our yap about. 

The comedic pedigree definitely serves Brütal 
Legend well. The star of the game is none other 
than Jack Black, who was born to play the role of 
the protagonist Eddie Riggs. The world's great- 
est roadie, Riggs finds himself transported back 
in time after an on-stage accident causes him to 
bleed on his mystical belt buckle. Upon his ar- 
rival, Eddie is besieged by a group of demons, but 
he quickly discovers weaponry that turns the tide 
in a battle axe and a guitar that can summon fire. 
The early battles in the game made use of both of 
these, giving the initial fights a Devil May Cry gun- 
and-sword vibe. 


Kick YOUR @$$ FROM HERE TO 


RIGHT OVER THERE! 

From there, Eddie made his way to the top of a 
mountain of bones where he encounters a sexy 
nun demon riding atop a giant spider transporter 
(three of countless metal-inspired images). After 
defeating the nun, we were able to take in the 
second major part of the gameplay (vehicles) 
we rode the spider demon down the hill. At 


the base, we met our first ally, Ophelia, апа рег- 
formed our first guitar solo, which allowed Eddie 
to summon a hot rod called The Deuce. Guitar so- 
los take the form of a Guitar Hero-meets-Ocarina 
of Time minigame in which you must match notes 
that correspond with face buttons as the timer 
passes them. While in the hot rod, Eddie and Oph- 
elia plowed through an open stretch of road and 
the demons inhabiting it, meeting the game's first 
major boss—a giant worm protruding from the 
ground. Still in the rod, the demon attempted to 
slam down our vehicle, which would cause the 
creature's tentacles to get stuck in the ground. In 
order to damage the creature, Eddie had to plow 
through the tangled tendrils. After defeating it, Ed- 
die and Ophelia had to travel back down the road 
as it quickly fell apart. 

Eddie's escape led him to the game's open 
world hub, where he is introduced to Ophelia's 
allies, Lita and Lars, and learns of his roadiac 
destiny—to lead an army against an evil lord en- 
slaving their world. Just in case you didn't find the 
epic story filled to the brim with hilarious quotes 
enough to separate the game from the pack, the 
troop-based combat pushes it far ahead. 


WHAT IS THE SECRET OF YOUR POWER? 
Taking place later into the game, we got a taste 
of the grandiose stage battles. At this point in 
the game, Eddie had won the favor of a variety 
of troops, including metalheads; who can smack 
their heads against anything without feeling any 
pain, runaways; rocker girls who can fire projec- 
tile attacks from afar, and the thunderboss, a mo- 
torcycle rider played by Lemmy from Motorhead. 
The enemy's army consisted of a variety of anti- 
metal groups including 80's-style Madonna-in- 
spired pop girls and bouncers with giant fists and 
black masks. After being bitten by a demon, Eddie 
conveniently earned the ability to sprout wings, 
which allows him to hover above the action and 
set beacons for each group to move to. Of course, 
Eddie can touch down when necessary and join 
the action himself. In fact, it behooves him to, as 
he can perform double-team moves with each 
troop type, riding shotgun on the thunderboss' 
bike, joining a mosh pit with the headbangers, and 
boosting runaways on his shoulders like a metal 
fan would do with his girlfriend at a concert to al- 
low her to light her projectiles on fire. 

We've been told that Brütal Legend will offer 
up 15-20 hours of gameplay, with tons of side mis- 
sions, upgradeable weapons and a handful of dif- 
ferent enemy and ally army types. With the scope 
ofthe quest, the hilarity of the script, and the qual- 
ity of the combat and troop management, Brütal 
Legend is looking pretty legendary already. We 
can't wait for the full set. Dave Rudden 


Meet two of Brütal Legend's biggest baddies—Lord 
Doviculus, in black, and General Lionwhyte, in glam. 


This boss battle is almost completely conducted while driving The Deuce. 


PREVIEWS 


Fans of the original game needn't worry. Uncharted 2/5 new online multiplayer mode is a robust 
addition to the game's winning single-player adventure, and doesn't feel out of place at all. 


2927 21 


UNCHARTED 2: Амомс Тн 


IEVES 


Uncharted 2: Among Thieves is getting some serious online play that will put the screws to games like Gears of War 2. 


five-on-five multiplayer battles and online 

cooperative play. Competitive multiplayer 
isn't an obvious choice for the Uncharted se- 
ries, but you wouldn't guess that by playing 
Uncharted 2. In my experiences with team death- 
match, Uncharted 2's multiplayer combat felt 
fast, tight, and precise—the hallmarks of any se- 
rious online shooter. The controls have been op- 
timized since the first game's solo adventure, and 
they translate remarkably well to the fast-paced 


L ike Gears of War 2, Uncharted 2 will include 


warzones of Uncharted 2. The game's competi- 
tive modes play like a nimbler version of Gears 
of War, with a dash of Metal Gear Solid Online 
for good measure. 


SHIVER ME TIMBERS 

So far, team deathmatch and a Capture The Flag- 
like “Plunder” mode round out Uncharted 2's 
competitive mode. As in Gears of War, you'll fre- 
quently take cover behind barricades and walls, 
leaning out to pop enemies with a headshot. As 


The five-on-five multiplayer battles are fast-paced, but feel 
dynamic and tactical. It's definitely not a pray-and-spray affair. 


GAMEPRO.COM 


in the single-player game, you can also perform 
evasive rolls to dodge incoming fire, or monkey- 
jump to climb up structures and buildings for 
some elevated sniping. These maneuvers don't 
feel clunky or awkward, a key fault of Metal Gear 
Online, but sleek and effective in the multi-tiered 
arenas of Uncharted 2. 

Despite having no prior experience with the 
game's online mode, | was able to bust heads like 
a pro mere seconds into my first match. | pre- 
ferred the FAL FN rifle over the stock AK-47, as 
its powerful triple-burst fire gave me flashbacks 
to Halo 3's satisfying Battle Rifle. There are also 
heavy weapons to be found in multiplayer, a fea- 
ture popularized in Halo 3 and Gears of War 2. | 
found a mobile Gatling gun and used it to spray 
death around the battlefield, though my move- 
ment was slowed to an agonizing crawl. Over- 
all, the weapon loadouts felt surprisingly tight, 
precise, and satisfying—surprising for a game 
with a strong single-player heritage. Other 
games struggle to take their single-player-cen- 
tric gameplay online, but so far, Uncharted 2 is 
making it look easy. 

Team deathmatch splits ten players across 
two teams consisting of "heroes" and "villains." 
The heroic characters include Nathan Drake and 
his swashbuckling buddies, while the villains in- 
clude menacing-looking mercenaries and other 
sinister figures from the solo game. Both char- 
acter types sport unique animations to provide 


more personality, but otherwise play identically. 
In addition to team deathmatch, Uncharted 2 of- 
fers an objective-oriented competitive mode 
that plays much like Capture the Flag. In “Plun- 
der" you'll compete with the enemy team to gain 
control of a golden treasure. It's heavy, though, 
so you have to lug it back to your team's head- 
quarters and plunk it into the treasure chest be- 
fore you cash in. 

In all the multiplayer modes, you'll earn cash 
by killing opponents, winning matches, and pick- 
ing up loot that's scattered about the competi- 
tive and cooperative matches. You can pay out 
to buy new abilities and weapon training to fur- 
ther specialize your online character ala Call ої 
Duty 4's Perks. 


THREE's COMPANY 

Uncharted 2 will also offer an online-enabled co- 
operative play mode that maxes out with three 
playable characters. The co-op mode is based 
in many of the same environments as the solo 
game, but is a separate experience that focuses 
more on white-knuckle firefights than the game's 
adventure-oriented solo campaign. Still, blasting 
enemy raiders with two other friends looks to be 
fast, furious fun. 

In addition to Drake, you'll be able to control 
two new characters in co-op play: Chloe, Drake's 
new love interest in the storyline, and Sully, a 
cranky middle-aged guy. The cooperative mis- 
sions look to be balls-to-the-wall combat experi- 
ences à la Gears of War, with a decreased focus 
on exploration and platform jumping. At times, 
though, you'll need to gather up with your bud- 
dies in order to bypass an obstacle, whether by 
leaping onto a flipped bus to shimmy past a haz- 
ardorflipping a bookcase vertical to reach aloftier 
location. Characters can revive each other when 

2 wounded, an important consideration given 
Up to three players can team up for Uncharted 2's new cooperative mode, and 2 the co-op mode’s furious approach to action. 
blast through special missions created specifically to enhance co-op play. —Sid Shuman 


You'll often see opponents scurrying up buildings 
like frightened monkeys. Shoot ‘em in the back! 


Uncharted 2's multiplayer weapons feel punchy and satisfying, landing somewhere 
between the precision of Call of Duty 4 and the visceral impact of Gears of War. 


Grenades 


The animations are surprisingly stunning for an Xbox Live Arcade game. 5: 
We can't help compare the exaggerated leaps and wobbly stumbles т 


Shadow Complex to Uncharted: Drake's Fortune. 


SHADOW COMPLEX 


Watch out PlayStation Network, Xbox Live Arcade games recharge! 


amePro Senior editor Sid Shuman апа | dis- 
( je the state of Xbox Live Arcade versus 

PlayStation Network games on a weekly 
basis. Our assessment is that PSN has the better 
games all around, quality versus quantity, while 
XBLA is cluttered with retro-style ports and a few 
gems here and there. 

Visually stunning and genius-designed games 
like Super Stardust HD, Echochrome, and Pix- 
elJunk Monsters truly showcase the power of 
the PS3 and are easy to download from the on- 
line PlayStation Store. Mundane remakes and old- 
school port games like Scramble and Root Beer 
Tapper clutter up Xbox Live Marketplace and make 
it more difficult to find the fewer XBLA gems such 
as Castle Crashers, Braid, and The Dishwasher: 
Dead Samurai. 

There's а shift in the wind, though. Microsoft 
may hit their stride this summer with Shadow 
Complex, a side-scrolling action game heav- 
ily inspired by classic 2D games such as Super 
Metroid and Castlevania that incorporates game 
design concepts from the current generation of 
3D games like Uncharted: Drake's Fortune and 
Gears of War. 


SECRETS UNDERGROUND 

The story behind Shadow Complex is a com- 
plex—no pun intended—tale of political con- 
spiracy, future weapons, and global takeover. 
You play as a common man who stumbles 


upon a secret underground facility when hik- 
ing in Washington State Park with his girlfriend. 
She wanders off, gets captured and mistaken 
for a spy. The goal is to rescue her, but you'll 
also uncover the biggest conspiracy cover up 
in history. 

Playing Shadow Complex looks to be sim- 
ple, just like a side-scroller should. Though your 
character's movement in Shadow Complex is re- 
stricted to a 2-dimensional plane, the characters 
and environments are in full 3D. The controls 
aren't that different from a console first-person 
shooter, move your character around with the left 
thumbstick and aim your weapon with the right 
thumbstick, squeezing the right trigger to shoot. 
Your character can also jump, crouch, reload, 
melee, and sprint by pressing the face buttons, 
and select different weapons on the directional 
pad. Your character will automatically lock-on 
to enemies that hide in the background layers of 
the environment so long as you're aiming in the 
general direction. 

The game kicks off with a bang, putting you in 
control of an elite soldier with full upgrades and 
end-game weaponry—just a taste of what you'll 
unlock throughout the game. At this stage your 
character can hyper sprint fast enough to run up 
walls and on water, triple jump with a booster jet 
pack, and has access to the most powerful weap- 
ons in the game. The explosive opening sequence 
culminates in a boss fight against a helicopter that 


plays like a classic side-scroller, such as bosses 
from Contra and Mega Man. 


FLASH OF GENIUS 

When the game takes you back to Washington 
State Park your character is left with a mere flash- 
light. This flashlight, though, can be shined on 
certain objects to reveal color-coded secret en- 
trances, such as doors that can only be open with 
a grenade or ventilation grates that must be shot 
open. This is where the Castlevania-style explora- 
tion comes in, earning you experience points for 
every new area you explore. Opening the world 
map reveals the sametype of map you'll find in 2D 
Castlevania games. 

Of course you'll first need to find the backpack 
with hiking gear in it that allows your character to 
grab onto ledges and climb objects. Then you'll 
need to find a laser-sighted pistol, grenades, and 
the other entire cool tech hidden throughout the 
secret military complex to progress through the 
game. One cool weapon we saw in particular fires 
globs of thickening agent that can be used to stun 
enemies and even create bridges. 

We're pretty excited for Shadow Complex and 
we hope it marks a change forthe better with Xbox 
Live Arcade games. We enjoy the retro ports, but 
with the amount of PSN games we play it's obvi- 
ous we're clamoring for something fresh and new. 
Welcome Shadow Complex to usher in a new era 
of XBLA games.—Travis Moses 
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Check out the DJ Hero turntable controller (pictured to the right). 
The platter is detachable so you can place it on the left or right. 


DJ HERO 


Activision brings a new genre of music game to the masses. 


з ооз [м 


emember that feeling you got the first time you 
Rz or played Guitar Hero? That feeling you 

were observing an entirely new way to experi- 
ence music and video games? You're going to that 
feeling once again very soon, thanks to DJ Hero. 


HE's THE DJ, l'M THE GAMER 

The centerpiece of the DJ Hero experience is 
the turntable controller, which beckons to your 
touch just as much as a plastic guitar while only 
looking half as dorky. It consists of a record plat- 
ter with three buttons. The platter can be shifted 
up and down to match cues, while the buttons 
are to be pressed down when the on-screen 
note chart signifies, just like in Guitar Hero. 

On the opposite side, there is a crossfader switch 
that allows you to shift between songs, an effects 
dial that works like Guitar Hero's whammy bar and 
adds rhythmic noises like zaps, bullet shots, horns, 
and sirens to your mix, and the Euphoria button 
works like Star Power, giving you a multiplier when 
you're consistently hitting notes. The back side of the 
controller houses a compartment that hides the face 
buttons and a d-pad for menu navigation. The layout 
may be a little more imposing than Guitar Hero was, 
but fortunately, you can start on an easier mode that 
only requires you match the button presses. 


A DJ SAVED MY НЕЕ! 


The layout of the screen while you play has a ba- 
sis in Guitar Hero, though a few new twists make 


the gameplay a bit more challenging, and possibly 
more memorable. You're still dealing with falling 
notes, though they come at you on ata bitof an an- 
gle, as the note chart resembles a spinning record. 
Hitting the notes is still key, but you've other indi- 
cators on the chart like effect prompts (indicated 
by a bracket around the notes) cross-fade slides 
(indicated by a note that shifts left or right) and 
scratching (indicated by an up-and-down pattern 
that shows what direction you need to shift the 
platter). To the right is the rewind meter, which, 
when full, allows you to skip back in the song and 
replay a memorable section of the song. 

The music, of course, is what makes or breaks a 
music game. DJ Hero's biggest strength is the pleth- 
ora of pop hits that are mashed together to make 
memorable music. During our demo, we got to 
hear Chuck Brown's "Bustin' Loose" play with The 
Zombies' "Time of the Season" and Gwen Stefani's 
“Hollaback Girl". Game Informer has previously ап- 
nounced the following tracks: Gorillaz’ “Feel Good 
Inc.” with Marvin Gaye’s "І Heard it through the 
Grape Vine,” David Bowie's "Let's Dance” with 
KRS-One's “Jack of Spades,” Nirvana's “All Apolo- 
gies” with Rick James’ “Give it to Me,” Jurrasic 55 
“Jayou” with Herbie Hancock’s “Rockit,” and Tears 
For Fears’ “Shout” with Eric Prydz “Pjanoo.” 


THREEMC’s AND ONE DJ 
Anyone who played a music game knows the most 
fun comes when playing with friends, and DJ Hero 


is set to deliver. Naturally, the game will allow two 
dueling DJs to face off, but it also boasts a “DJ vs. 
Guitar” mode for a handful of its songs that allows 
one player to use any guitar peripheral while the 
other uses the turntable. Microphone support will 
also allow players to record their own samples for 
use in songs. With the wide range of music styles, 
peripheral support, and an all-new way to enjoy 
music and video games, DJ Hero could be every 
bit as big as Guitar Hero and Rock Band were when 
the scratching begins this fall.—Dave Rudden 


First INFO: GUITAR HERO 5 
Thought the band game genre had grown 
stagnant? Not if Guitar Hero 5 has anything 
to do with it. СНБ has quite a list of cool new 
features, including a “Party Play Mode” in 
which players can jump in and out of a song 
whenever they please and change instru- 
ments wherever they please. In fact, multi- 
ple players can tackle the same instrument, 
so you could play a song with two drum- 
mers or vocalists if the mood strikes you. The 
game also has multiplayer modes wherein 
four people can play guitar or drums against 
each other. Best of all, you can play all of the 
game's songs, including Tom Petty's "Вип- 
ning Down a Dream" and the Arctic Mon- 
keys' "Brianstorm" right from the start. 


Ву the end of Dragon Age: Origins, “the army you forge is your 


‘my, it 


becomes your game and your campaign,” says lead designer Mike Laidlaw. 


DRAGON AGE: ORIGINS 


Dragon Age: Origins is full of sex and violence—the two golden gems of gaming goodness. 
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more convinced we are that this will be the 

game to set the RPG bar for years to come. 
BioWare has already proven they can make the 
role-playing genre sexy with Mass Effect, but go- 
ing back to their roots has proven to strengthen 
this development team and push them to do great 
things, next up with Dragon Age: Origins. 


ТЕ more we see of Dragon Age: Origins, the 


IT MAKES YOU FEEL 

Dragon Age: Origins is heavily story driven, and trust 
us, this is a good thing. We are not talking about the 
belabored quest you must embark on to get your 
first sword and shield sort of story-driven. No, this 
is a game that connects the characters together in 
a complicated web of mistrust, deceit, and loyalty. 
Lead designer Mike Laidlaw says Dragon Age: Ori- 
gins “puts you in the role of a grey warden, one of the 
last defenders on a line that’s known as the Blight. 
Evil dark spawns surge up from underground every 


few centuries, but when they come they come in un- 
stoppable hordes, and you take on the mantle as one 
of the defenders who has to stop these things.” 

Laidlaw says the player will do this by “gather- 
ing their forces, forging an army, and ultimately de- 
feating an arch demon.” The first sign of this is in the 
approval system, a simple-yet-powerful game me- 
chanic that makes building your party a challenging 
and sometimes difficult task. The people you group 
with have their own opinions about the choices you 
make in the game, and how happy they are with your 
leadership skills factors into how long they will stick 
by you and how well they will perform in combat. 

Ontheconceptof morality, something BioWare 
is synonymous with, Laidlaw explains that "we're 
willing to throw you in situations where you won't 
really know who the bad guy is, but you'll know 
who you're leaning towards helping or who you're 
going to support." To Laidlaw, that kind of chal- 
lenging level of morality and grayness is really 
what makes Dragon Age a dark fantasy where all 
of your choices have repercussions on how the 
game will play out. "It's not really morality, so 
much as the game just paying attention to how 
you, as a player, choose to play it. When you get 
to the end, the army you forge is your army, it be- 
comes your game and your campaign." 


STORY-DRIVEN COMBAT 
During our demo, the Dragon Age team showed 
us what story-driven combat looks like. When 


your party members fight, they can use their abili- 
tiesto great effect. The example they showed was 
of a battle in the small town of Redcliffe, where 
the sorceress combined her fire magic with the 
barbarian's earthquake ability to cause massive 
area damage to the oncoming horde of skeletons. 
Using the abilities alone would also damage the 
enemy, but not nearly as much as the combined 
might of their skills. This combo system can only 
work well when you have a tactical pause-and- 
play system like in Dragon Age, and the flexibility 
harkens back to some of our favorite turn-based 
RPGs. If done poorly you will waste a lot of time; 
but if done well, you can lay a red carpet of your 
enemies' bodies all the way to the victory throne. 

Are we excited about Dragon Age: Origins? 
Definitely. When the game launches later this 
year we'll be the first in line to get our copies of 
what we firmly believe will be a fantasy epic for 
the ages.—Amanda Rivera 
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BAYONETTA: DEVELOPER INTERVIEW 


Platinum Games takes us on a guided tour of Sega’s upcoming action-adventure title. 


rsa Decano 


f you though MadWorld on the NintendoWii 
Б crazy, you don't know Platinum Games. 

Fresh off the Wii gore-fest, the company's next 
title is Bayonetta, which centers around a weapon- 
wielding witch who uses unorthodox moves to 
dispatch her demonic foes. We spoke with direc- 
tor Hideki Kamiya and producer Yusuke Hashim- 
oto about how Platinum Games came up with the 
many combat and design innovations present 
in Bayonetta. 


GamePro: What does Bayonetta bring to the ac- 
tion genre that other games don't really offer? 


Platinum Games: One of our main design phi- 
losophies is to avoid making more of the same, 
to avoid making a follow-up to Devil May Cry (as 
good as that game may have been.) So while we 
have experience with some of these other games 
and we've seen what they've done with the genre, 


we don't want to make anything similar; we want 
to make something completely fresh. 


GP: | noticed in the demo that characters would 
drop rings when they died, is that tied to Sonic 
the Hedgehog in any way? If so, will any other 
Sega properties be represented somehow in 
this game? 


Platinum Games: The rings themselves don't rep- 
resent any such intent, it's just a coincidence re- 
ally. When you defeat an angel, something that 
resembles a golden halo is going to come off that 
you can collect. However [Kamiya-san] grew up 
playing Sega games (he can beat Space Harrier 
without getting hit,) so he's very happy to have the 
opportunity to put in little nods to Sega properties 
in a more official capacity instead of hiding them in 
there and hoping he doesn't get in trouble for it. 


GP: There are few games like P.N. 03 and 
Oneechanbara that star women in high-action 
roles, though the action genre has featured male 
protagonists for the most part. Was Bayonetta al- 
ways conceived as a woman, and if so what influ- 
enced that choice? 


Platinum Games: Yes it was in the original plan, 
the protagonist was always intended to be a fe- 
male character, despite the fact that there were 


members of the team who worried that games 
with female lead characters don't sell very well. 
It’s not enough that she just attacks enemies with 
a sword or her guns, but that she does it in a very 
sexy and stylish way. We wanted to create a fe- 
male character and give her a very feminine way 
of interacting, but we also saw the value in hav- 
ing her occasionally act as a male would. To give 
you an example, on this promotional poster she 
stands in the sort of pose that a man would take. 
Having a female character that generally has a fe- 
male role and moves in a feminine way, having her 
suddenly presented in masculine poses creates 
more depth and more characterization. 


GP: Which actress or model do you think could 
best play a live-action Bayonetta? 


Platinum Games: Oh don't know, Catherine Zeta- 
Jones maybe? (Laughs.) 


ages. Coming exclusively to the Wii later this year, 

Tatsunoko vs. Capcom is a crossover fighting 
game that pits acclaimed Japanese anime charac- 
ters against Capcom characters in a chaotic, team- 
based smash up. Until now, Tatsunoko vs. Capcom 
has remained a Japanese exclusive, forcing anime 
and fighting game fans to import the game. 


fess like fighting games, here's a mash up for the 


Вдву DRAGON 

Tatsunoko Production Co. is the Japanese equiva- 
lent of Marvel or DC Comics to Americans, featur- 
ing super stylish characters from anime series like 
Speed Racer and the Science Ninja Team Gatcha- 
man that are credited with bringing international 
attention to Japanese animation. Even if anime 
isn't your thing for one reason or another, Tatsu- 
noko vs. Capcom is still a wildly exciting fighting 
game you can't miss. 


Tatsunoko vs. Cap- 
com is the seventh 
game in Capcom's Vs. 
series, which includes 
the aforementioned 
Marvel vs. Capcom 
and Capcom vs. SNK. 
In TvC, players pick a 
fighting team of two 
Characters that can 
be a combination of 
characters from ei- 
ther franchise. Alter- 
natively, the player 
can choose one oftwo 
massive bosses that 
constitute the entire 
two slots and occupy the entire screen. The con- 
trols are simple with the four buttons assigned to 
weak, medium, fierce attacks, and partner assist. 
Combining the attack buttons with the directional 
pad in forward, down, and down-forward positions 
changes your attack variant. Special and Super 
moves are character specific, but are performed 
similarly to Capcom’s Street Fighter series. 


TAG TEAM SUPREME 

The team-based play in TvC allows you to call in 
your partner at any time for a quick assist, or tag 
out and swap characters entirely. When one of 


your fighters is defeated the match continues, but 
you are at a disadvantage with only one character 
and health bar. 

Even for the Nintendo Wii, the graphics in TvC 
shine with brilliant colors and 3D character models 
апа environments—it’s like playing Street Fighter 
ІМ in standard definition on crack. I’m not too hip 
on Japanese anime, but Tatsunoko characters like 
Ken the Eagle, Tekkaman, and Polymar look pretty 
cool. | look forward to seeing what they can do 
in the ring against my favorite Capcom characters 
like Ryu, Viewtiful Joe, and the Lost Planet battle 
suit PTX-40A.—Travis Moses 


fter 15 years with this series, SNK is get- 
Ағ back to basics with a streamlined 

fighting system, classic characters, and 
some of the most detailed pixel animations 
we've ever seen in a video game. We recently 
got our hands on a preview build of the game, 
and we're amazed at how good this retro-style 
fighter looks. 


Less Fuss, MORE FIGHT 

KOFXII is capping off 15 years of King of Fighters 
games with a few big changes in this latest sequel, 
andit's not just aboutthe visuals. Instead ofthe gi- 
gantic lists of fighters from SNK's previous titles, 
KOFXII is cutting down the roster count to a slim 
selection of 22 characters. While this means that 
theonce standard pre-defined "teams" of fighters 


are now defunct, KOFXII has thankfully retained 
the series' 3-on-3 versus mode, which means 
that players can still create their own lineups on 
the fly. 

Just like the character roster, the action in 
KOFXII has also been trimmed and refined, and 
now sports an open combat system that focuses 
more on straight-up offense and defense. Sadly, 
this means that SNK fans have to say goodbye to 
the recent innovations like the Judgment Bar and 
Tactical Shift System. That's not really a bad thing, 
though, since KOFXII now features a "critical coun- 
ter" system (much like Street Fighter IV's Focus At- 
tacks) and new "Deadlock" system where fighters 
will lock fists after attacks of equal strength con- 
nect at the same time. Rounded out with dashes, 
backstep maneuvers and evasive rolls, KOFXII is 


MEMBERS 
Te TEE 


still a challenge, as split-second timing is a critical 
key for pulling off a decisive victory. 


THE RETURN OF THE KING 

The King of Fighters XII is also getting a lot of 
extras over the Japanese arcade version, in- 
cluding console-exclusive characters Ma- 
ture апа KOFXI's Elisabeth Branctorche, dual 
audio tracks for character voices and an on- 
line clan system that will let players team- 
up with buddies and challenge other fighters 
around the world. The console version even 
has a built-in anti-aliasing feature for gamers 
that want to take full advantage of their HD 
set-ups and really put some crisp edges on 
the game's super-detailed pixel artwork. 
— McKinley Noble 


These voluptuous fairy vixens sang the siren 
song that your minions just can't resist. 


OVERLORD || 


Raise a little hell and command an army of 50 menacing minions. 


s the last hope for evil you have two choices 
А" Overlord Il: be moderately evil or ex- 

tremely evil. |, of course, chose the latter 
because | cry blood and paint my nails blacker 
than night. As you move from town to town in 
Overlord ll you have the choice of wreaking only 
the required amount of chaos, or if you're heart's 
as black as mine you can annihilate everything in 
sight. Conquering a town rewards its own mer- 
its, such as followers and command of villages, 
yet even with those perks there is still something 
all too satisfying about burning a village down to 
the ground. 


THE BAD, THE WORSE, AND THE EviL 

Breaking into the game, the story begins with an 
assortment of minions declaring their mission: 
the plight to "bring back the black" and darkest of 


ages. After all, what good are maggots without a 
carcass or fleas without a dog to host on? This is 
where you, the new "Overlord," come in. Starting 
off as a pint-sized demon child, you must prove 
yourself by wreaking havoc on Nordberg, a city 
that shuns you for your glowing eyes and creepy 
mannerisms. Soon after showing other little kids 
who's the boss by flexing your evil powers and 
whacking them with a club; you take command of 
a horde of mischievous minions and set fire to the 
Romanesque glorious empire, a decadent nation 
controlled by corrupt politicians who want to rid 
the world of magic users such as yourself. 

As a mini embodiment of evil you have many 
maniacal actions at your dispense. You can strike 
down little kids with a club, break snowmen, and 
even electrocute anyone standing in your path— 
and that's just a few dastardly actions in your evil 
arsenal as a young witch boy. Once you complete 
the introductory level, Overlord ІІ flashes forward 
a few years and presents you as a full-grown, ar- 
mor-clad malevolent terror. 


“Sick ‘EM, Boys.” 

As the Overlord, your goblin minions come in all 
shapes, sizes, and degrees of ugly. There are four 
types in all, each toting their own special abilities. 
Brown minions are of the melee variety and have 
comedic blabbermouths that make the game all 
the more enjoyable. The red cronies are ranged 
attackers, throw fireballs, and are immune to fire. 


Green minions are the stealthy rogues of the pack. 
And lastly, the blue minions can heal, resurrect, 
and are able to swim. Controlling minions con- 
sists of two main controls, sweeping and a basic 
attack command. Sweeping, followed through by 
the right thumbstick, directs your army to a spot of 
your choice in a neat, troop-like fashion. 

If you are a newbie to the Overlord series, as 
| am, you'll surely—be taken aback by the suave, 
stylish graphics. The character design is as outra- 
geous and off the wall as it is sleek and refined. 
The environment design is colorful and varied, 
following suite with the character design. Overall, 
this is a game worth keeping your eye on if the 
final build is anything even close to the preview. 
—Heather Bartron 
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Food processors have never been more menacing... 


G-FORCE 


.blast it with your plasma rifle! 


Fight killer toasters and blenders as a guinea pig spy armed with a Lightsaber-whip! 
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produced by Jerry Bruckheimer, G-Force is 
an action-platforming game where you play 
as a guinea pig named Darwin. 

But you're no ordinary rodent—you're ac 
ally a well-trained covert spy sent on a mission to 
destroy a nefarious billionaire whose company is 
manufacturing killer household appliances. Your 
living kitchen-appliance enemies are actually the 
most interesting part of the G-Force game that 
we saw. 


B on an upcoming live-action CG film 


METAL GUINEA PIG SOLID 

While G-Force's gameplay does resemble what you'd 
find in a Jak and Daxter or Ratchet & Clank game, the 
enemies themselves and the guinea pig gadgets you 


saw G-Force's cute guinea pig protagonist in half. 


Only diabolical appliances could be cruel enough to 


use to destroy them are pretty original. Some of the 
weapons and gadgets you can use in the game are 
infrared goggles, similar to ones donned by Sam 
Fisher from the Splinter Cell series, a plasma ri- 
fle, a flamethrower, a jet pack, and the coolest of 
these: an "electro whip." 

The electro whip is a cross between Luke 
Skywalker's Lightsaber and the iconic whip from 
Castlevania. So, imagine a glowing noodle of en- 
ergy that you can strike down enemies with. The 
team behind G-Force informed us that while the 
game is based on the movie they took some lib- 
erties with the material such as the weapons and 
gear which are exclusive to the game. 

Darwin is the primary creature you control in 
G-Force, but you have a fly companion named 


Mooch о you can summon to slow down time 
and use his infrared laser to get past obstacles. 


TOASTERS AND BLENDERS AND 
CLocks, OH Mv! 


Killer appliances like blenders, steam irons, toast- 
ers, alarm clocks, and even electric shavers are 
some of the foes you'll encounter, which all take 
onanimal-like characteristics and behavior. For in- 
stance, the toasters sprout robotic legs and crawl 
around like crabs as they try to attack you. 

The game does play like your typical 
platformer, and despite being based on a Disney 
film, the action is high-paced and learning your 
enemy's weaknesses and anticipating his range 
of attacks requires a good amount of skill. 

From the level we saw, which featured big en- 
vironments that really show how tiny your guinea 
pig body is, you're constantly smashing through 
clusters of enemies that aren't pushovers. In other 
words, while it's not Gears of War 2, this isn't ex- 
actly a game for babies. 

One of the most impressive aspects of G- 
Force is its graphics. We saw the Xbox 360 ver- 
sion of the game, and for a video game based 
on a film there's a surprising high level of detail 
and polish on characters and environments in the 
game. You can see all the individual hairs on G- 
Force's guinea pig protagonist, who looks about 
as realistic as the heroic critter from the movie. 
—Patrick Shaw 
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Getting fish to bite down on your lure is only half the battle—to catch fatties 
like this guy you'll have to wear them out and avoid snapping your line. 


THE STRIKE 


See why The Strike is shaping up to be the best fishing game ever created. 


ЕЛЕСІ 


fter years of wretched angling video games, 
The Strike seeks to shatter the trend of bad 
fishing games, and from what I've played 


of the Xbox 360 version of the game, it looks like 
it’s achieving that very thing. 


THE FISHING KING 
The Strike features a robust stats system, and al- 
lows you to drive around ona boat so you can pick 
a spot where you cast out, instead of having the 
game choose for you. As an added bonus, you're 
not just stuck with one boat as the game boasts a 
number of bigger and better boats you can win by 
entering fishing tournaments 

Even a novice fisherman will tell you that one 
of the most important things to getting fish to bite 
is knowing where they like to hang out. | could tell 
that The Strike’s dev team has really gone the ex- 
tra mile in bringing the lake to the player, making 
them feel like they're in control of where they fish 


and what kind of luck they'll have reeling in some 
river monsters. 

In addition to steering boats on Тһе Strike's 
ten lakes, which are all modeled after real world 
fishing locations, there are also different hid- 
den spots scattered throughout levels for you to 
discover. And if you're in the mood to just boat 
around without fishing for a while you can also 
partake in boat racing mini-games. 


LURES, REELS, Еор5, You NAME IT 
Another big focus for the game is on gear. The 
Strike is sponsored by Bass Pro Shops, the Costco 
or Super Walmart of fishing stores, and features 
all licensed gear from the behemoth outdoors- 
men superstore. Catching fish, competing in 
tourneys, and completing other objectives in the 
game earns you money, which you can then use 
on a massive supply of equipment. 

The way you actually wrestle fish out of the 
lake, while similar in some ways to past fishing 
games, is immensely satisfying. They've added 
a couple of things that make the fishing experi- 
ence far deeper than any game before it, such as 
including a fish stamina meter and also having 
the option to turn off the camera that shows you 


The Strike's fishing rod controller is about 


as sturdy and light as a real fishing rod. 


everything that's going on underwater (in other 
words, cheating). This is something that no fishing 
game before it has had, and really adds another di- 
mension of skill for players interested in having a 
more true-to-life fishing experience. 


FEELS GOOD IN YoUR HANDS 

The controller itself for the Xbox 360 version of 
The Strike feels sturdy in your hands. Not too 
heavy and not too flimsy, the fishing rod periph- 
eral comes packaged with the game, which will 
run you $69.99 total. Not bad considering new 
game and controller bundles like Rock Band can 
cost you as much as $200. 

The controller also features built-in rumble 
more powerful than the one in the regular Xbox 
360 controller. You can literally feel the different 
sizes of fish you battle with in the resistance com- 
ing from the motors in the controller. 

Even if you've never been fishing before and 
are just curious to see what it's like, The Strike is 
worth a look. It's a breath of fresh air for fishing 
enthusiasts and is sure to lure some new people 
into the sport.—Patrick Shaw 


is the latest upcoming release іп the Mon- 
ster Hunter series for PSP owners in North 
America. It is an expansion to Monster Hunter 
Freedom 2, featuring all of the content from MHF2 
and more. The game was released in Japan as 
Monster Hunter Portable 2nd G in March 2008. 
As the third installment in the Monster Hunter 
PSP series, MHFU features more missions (some 
400 in total), new equipment, weapons, and mon- 
sters for players to experience in four-player co- 
op over the PSP’s Ad-Hoc connection. Join up 
with three other warriors to hunt and kill ferocious 
phehistoric monsters to better equip your charac- 
ter with over 1400 different weapons and 2000 ar- 
mor sets. 
Offline MHFU players will never feel com- 
pletely alone because MHFU features a new A.l. 
companion, Felyne Comrades, to accompany 


C Monster Hunter Freedom Unite 


UNBOUND SAGA 
са 


nbound Saga is а Sony PSP exclusive Бу 
U Vogster Entertainment and tells the story 

of Rick Ajax and Lori Machete, two tough 
fighters jumping between the cells of a comic 
book. Rick is self-aware of his existence in the 
comic book world, and after 30 years on the job 
he wants out. In this Unbound Saga comic book, 
Rick finds himself to be a simple bartender who 
scuffles with the wrong crowd when protecting 
the young maiden Lori Machete. 

Blend the setting of Comix Zone and the beat- 
em-up action of Streets of Rage into one game 
and you've got Unbound Saga. When playing 
as Rick, you'll pummel biker thugs with heavy 
punch, kick, and grapple attacks. Rick's attacks 
are basic at first, but can be stringed together to 
create punishing combos and even upgraded to 


MONSTER HUNTER FREEDOM UNITE 


your adventure. The furry Felyne knight helps by 
battling monsters and gathering extra resources 
on quests. 

With four-player Ad-Hoc cooperative hunting, 
Monster Hunter Freedom Unite is shaping up to 
make a big splash in the United States. All of the 
Monster Hunter games are the PSP's best sellers 
in Japan. Sure it's very Japanese in design, but 
even | was captivated to play more MHFU after 
hunting and killing a giant crab with the head of a 
Triceratops in four-player co-op.—Travis Moses 


Mega Potion 


unlock new attacks. Later in the game you'll be 
able to play as Lori, her dual meat cleavers make 
her a faster and more agile fighter. 

As you traverse the cells of Unbound Saga's 
comic book world, the Creator or Artist will draw 
in new enemies and obstacles to keep Rick and 
Lori in the story. What's this Creator up to any- 
way—an innocent artist who enjoys his char- 
acters or an evil overlord scheming against 
Unbound Saga's superheroes? 

After a short play session with this comic 
book brawler, Unbound Saga promises to be a 
classic arcade beat-em-up game on the PSP, per- 
fect for those quick pick-up-and-play sessions. 
Everything about the art style screams comic 
book, from the dialogue, to the environment, and 
character design. Although there is no two-player 
со-ор over Ad-Hoc, Unbound Saga may be tough 
enough to stand on its own.—Travis Moses 
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are at the top—or at least near the top—of the galactic food chain. 
Interstellar travel. Interdictory wars. Interspecies sex. Oh yeah. 
Then one day you discover that humanity’s entire existence serves a 
far bleaker purpose because you, sir, just became a walking steak. A source 
of food or energy that was seeded years ago. And you're now being merci- 
lessly harvested by gigantic sentient starships. "So, if you're an ant in the 
ant farm, how do you stop the scientists from coming in and just cleaning 
everything out?" asks Casey Hudson, the producer of Mass Effect 2, acutely 
summing up the meaning of the Mass Effect trilogy. 
At the onset of the second game in the series, you immediately learn 
that there is a new force in the galaxy that is behind this higher level threat. 
"It's much more brutal and much more dangerous than anything we saw in 


(Ез eh, life sucks. You spend your years under the assumption that you 
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| 


tream, and with it, a host of startling possibilities, 
bove all else, epic battles. The biggest star in this 


(ес, XBOX 560) 


Deeper: Darker. More intense. BioWare forces the issue 
with the ultimate mission: A suicide run. 


Mass Effect 1,” Hudson explains. This higher threat is behind the frequent 
and continuous disappearance of human beings across the galaxy. Entire 
colonies are going missing. The human race is literally disappearing. 

Іп classic epic sci-fi form, it’s going to take some serious balls and a 
suicide mission to save humanity. In most games, the proverbial suicide 
mission comes with a wink and a nod. But not here. BioWare is being un- 
characteristically upfront about the fact that this suicide mission might ac- 
tually be...a suicide mission. The game's initial trailer, which spotlighted а 
dead Commander Shepard and a blown-apart Normandy command ship, 
foreshadows this possibility. It turns out that the near entirety of Mass Effect 
2is a build-up to the game's final sequences. 

Compounding the drama, the consequence offailure will be catastrophic 
in a way that gamers have never seen before. As in: No more playing Mass 
Effect 2. As in: no playing as Commander Shepard in Mass Effect 3. 
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SHEPARD'S CHOICE 

Mass Effect 2 picks up almost immediately where 
the first game leaves off, but with an interesting 
twist. When you begin, your Xbox 360 or PC will 
access not only your character profile but a re- 
cord of your actions, including the vast majority 
of good and bad deeds you performed as well as 
the decisions you made at the end. 

^| think this is going to be a big surprise for 
people,” Casey Hudson laughed as he explained 
the slightly subversive nature of the trilogy. “Imag- 
ine a character you met in an alley somewhere in 
Mass Effect 1 where you decided, Hey т going to 
try out the evil thing on this guy because nobody’s 
watching. That little deed carries over into Mass 
Effect 2. And then there you are up against this 
character who has gone on to do other things in 
life. And there he is, causing trouble for you.” 

But will players care? For many of us, random 
evil is of no consequence and therefore not mem- 
orable. So when Joe Alley starts tripping on you 
because you mistreated him two years ago, what 
is there to remember? “In the spirit of Shepard 
perhaps not remembering the small things,” Hud- 
son replied in answer to our challenge, “charac- 
ters or consequences that pop up will re-introduce 
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you (and players new to the universe) with what 
was done previously and why it mattered.” Fair 
enough. More interesting is the longer-term effect 
of us knowing that our actions are being tracked 
and that they'll have a longer-term impact than we 
might expect. 

(If you never played Mass Effect or failed to fin- 
ish, BioWare assures us that the game will walk 
the uninitiated and unfinished through the high 
points of the story. If your curiosity is getting the 
best of you, check our “Story So Far” Sidebar on 
page 47.) 


LEVELED-UP COMBAT 

One of Mass Effect's greatest strengths was that, 
as a general rule, combat was surprisingly satis- 
fying, despite what felt like some fairly restrictive 
turn-based role-playing roots. 

In Mass Effect 2, BioWare will attempt to ele- 
vate the intensity of combat by shifting to a more 
real-time dynamic that is heavily influenced by 
tactical first-person shooters. You'll still use a 
paused set of controls to set up some initial com- 
mands and tenacities for battle. However, once 
combat begins, BioWare's stated goal is to allow 
you to issue orders to your team using a new con- 


Combat will still retain its tactical nature, 
but will use more real-time controls. 


trol scheme that relies on the directional pad for 
increased specificity. 

Producer Casey Hudson gave us an example 
of howthis could work. "The other day | was fight- 
ing апа | saw an enemy who was taking cover," he 
stated. | was hammering him in his curre 
tion, so he decided to sprint across the area to find | 
more protection. As he did that, | saw a container | 
in between us. In an instant, | used my special abil- і 
ity to throw the container and make it explode be | (К E 
hind him and take him out." 

Another example of how the increased em- | 
phasis on real-time can boost the intensity of 
combat is the way you can conjoin special abili- 
ties, known as biotic powers. During battle, you — 
can get one squad member to use the lift apie СЕ 3 
pull an enemy out of cover and then, using the 
rectional pad, you can target that enemy with the 
new “concussive shock" biotic to hurt them. | 

To be fair, you could perform similar actions 
with similar effects in Mass Effect 1. But not i 
time. Leap-frogging the dice-rolling convent 
of attack and defend to combat that feels more like 
Rainbow Six is tantalizing. If it works it will go a 
long way in convincing the anti-RPG crowd to play 
Mass Effect 2. 


Mass Effect 2 will allow you to һауе 
up to 10 characters in your squad. 


IHE STORY SO Far... 


Іп 2148, humanity discovers a cache of advanced alien artifacts known as mass relays 
= interstellar freeways—that enable the human race to escape the solar system via fast- 
er-than-light space travel. Thirty-five years later, Commander Shepard investigate an at- 
tack on the human colony of Eden Prime. They discover that the Geth, a synthetic slave 
face, is behind the attacks. Shepard also learns that the Geth are being led by traitor 
named Saren. x 

Shepard combs the galaxy to find Saren. In the process he discovers the Тһогіап, ап 
ancient sentient plant-like creature that possesses the ability to control minds..He also 
discovers that Saren's flagship, the Sovereign, is itself а sentient life form known аѕ'а 
Reaper. Shepard learns that the Sovereign has corrupted Saren through some kind of 
telepathic connection. a 

In a climactic moment, the Reaper ship Sovereign explains that the Reapers’ ancient 

_ planis to allow organic life to flourish and discover the mass relays before Killing these 
species off for sustenance. That's а huge bummer, and Shepard, not feeling it, goes after 
Saren and Sovereign. Depending on how you played the final battle, Shepard either kills 
Saren or convinces him to blow his own brains out. 

Personal choices come into play right up to the game's finale, which can play out in 
over six varied ways. In the "nice guy" ending, Shepard decides to save the galactic gov- 
erning Council, who in turn grants humanity а prime seat on the Council. Alternatively, 
if Shepard allows the Council to die in the final battle, Humanity becomes the primary 

leader of the galaxy. 2% 

Shepard also chooses between two leaders - Ambassador Uldina or Captain Ander- ~ 
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SEE WHE UNIVERSE! 
TASTE THE UNIVERSE! 
The first time you orbited a planet апа landed upon 
it with the Mako—the finest heavy exploration ve- 
hicle in a video game ever?—was pure magic. The 
promise. The ruggedness. The pageantry! 

Fully understanding the nerd NASA fantasy 
at play, BioWare is amplifying the search-and-ex- 
plore dynamics in Mass Effect 2. Shepard's ship, 
the SSV Normandy, is back in action, with a few 
enhancements. As you navigate outer space, 
you'll have more direct control over the Nor- 
mandy. We're not talking space battles or any- 
thing, but you will be able to effectively move the 
ship between zones instead of just crudely point- 
\g at destinations on an interstellar map. You'll 
so have to carefully monitor your fuel supply, 
idding а little more risk to the equation. 
Additionally, when you scan planets for life 
esources, it sounds like you'll be performing 
of these actions yourself. Although BioWare 
lined to tell GamePro exactly what this means, 


FOR THe FAN OF: 
JJ agBnaMs' STAR TREI 


The reboot of the formerly stale sci-fi franchise ваз many things. т common with 


the current king of outer-space action. Both are whip-smart, с 


we do know that at the very least you'll be able to 
pick your own landing spot. 

And what about the Mako? Casey Hudson 
made it clear to us that while the Mako will exist in 
spirit, it will receive a substantial upgrade that far 
exceeds its original limitations: “It’s a vehicle that 
we redesigned from the ground up knowing the 
way people played Mass Effect.” 


WORLD-SAVING OR 
SIDE-QUESTING? 


Callitthe “Save The World, but Me First” paradox. For 
years, nonlinear experiences like The Elder Scrolls ІМ: 
Oblivion, Fallout 3, and even Star Wars: Knights of 
the Old Republic have generated dissonant tension 
by making us feel like we have to save the world STAT. 
while simultaneously telling us to take our time and 
explore the universe for our own personal gain. 
BioWare is intent on addressing this tension. 
According to Hudson, "We're designing the story 
so that all the story threads—exploring, finding 
something, and returning to the mission origin— 


alltie back into the main storyline. This said, much 
of what you end up doing in Mass Effect 2 is pre- 
paring yourself, the Normandy, and your crew for 
the final mission. Consequentially, you'll spend a 
considerable amount of mission time prior to this 
finding allies who will join your quest. 

One of the first characters you'll encounter is a 
Drell assassin named Thane. He's a reptilian-look- 
ing guy, well-dressed, but hard to find. You find 
out who he's going to assassinate next, and after | 
making your way through the location of the hit. 
and witnessing the assassination itself, you con- 
vince Thane to roll with you. In classic RPG fash- | 
ion, you'll have the option of undertaking side | 
missions with characters like Thane. These mis- 
sions will allow you to understand your team bet- 
ter, improve the way your team works together, 
and also build up the loyalty of your partners. 

Again—and BioWare was very clear about this 
with us—the point of all these missions is to allow. 
your team the best possible chance of succeedi| 
in its final attack on the source of the Reaper: 


acter-driven stories 


that span galaxies and deal with inter-species diplomacy and personal relationships. 
With the movie getting blockbuster box-office bucks and Mass Effect hitting big.on the 
Xbox 360 and PC, both of these games look to be sure-fire franchises for thé future. 


The notion that at some point Shepard is going to 
have to go into the toughest part of the galaxy and 
fight for his life makes for an interesting hook to 
be sure. But it's hardly unique. Pretty much every 
epic and wannabe-epic science fiction story pos- 
its such a scenario, 

Aside from the fact that BioWare is talking 
about it so early—a sure sign that a plot twist of 
some sort is іп store—what's interesting about 
this final mission is the high stakes. If you fail the 
final mission sequence, not only do you lose the 
ability to continue playing the side missions in 
Mass Effect 2, but you also will lose the ability to 
play as Commander Shepard in the final game of 
the Mass Effect trilogy. 

As far as we know, this is a gaming first. It 
certainly adds undue pressure to the end-game, 
especially in light of BioWare's response to our in- 
quiry regarding how save-crawling through the 
end of Mass Effect 2 might impactthis high-stakes 

_ finish: "The ending of the game combines deci- 
sions you make in the endgame with all the con- 
sequences of the way you've played the game up 
to that point,” Casey Hudson explained to us. “So 
you can get variations on your ending by going 
back a few saves, but to substantially alter your 
fate you would need to go back to the middle of 


aa, the game where you are making the large scale 
“=~ decisions that set up the ending." 


= | Alrighty then. 


The synthetic Geth, them- 
selves former slaves, are still 
a key threat in Mass Effect 2. 


© 2 
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с PRESSING - 
"Mass errecT = 


QUESTIONS 


n Is Commander Shepard really dead? 
No. Shepard is very much alive atthe be- 
ginning of Mass Effect 2. However, this 
entire sequel is constructed around the 
notion that at some point, he'll have to en- 
gage in а mission that is so dangerous һе 
may die. 


|= How big із the game universe іп Mass 
Effect 2? 

According to BioWare, the size of Mass Ef- : 
fect 2 is about the same as that of Mass 


T Effect 1, but the number of missions, 
_ meaningful characters, and missions аге 
` about 40% bigger. 


2 Е. Saren dead? 


Yes. 


Meet Thane, one of your new partners 


The Normandy remains your home away from home. 


What are the significant improvements 
to combat in Mass Effect 2? 

The game has two key differences. First, this 
sequel has been crafted to allow more fluent 
real-time gameplay. Second, combat is more 
along the lines of a Rainbow Six or even Fall- 
out 3 than the previous more RPG-oriented 
installment of Mass Effect. 


В Is the Mako still in the game? 

Kind of. BioWare tells us that the Mako Will 
receive a generous upgrade in Mass Effect 2. 
We're betting the véhicle is'able to fly'as well 
as drive on the ground and use jump jets: 


n Is it true that Mass Effect 2 is coming out 
on all platforms? 

Мо. You'll only see iton Xbox 360 and PC, 
most likely at the same time. 


E When is Mass Effect 2 coming out? 

BioWare tells GamePro that the Normandy 

will lift off in Spring of 2010 on Xbox 360 and 
4 * 

Windows. 
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STAR WARS: 


THE OLD REPUBLIC 


FOR THE FAN OF... 


BATTLESTAR GALACTICA 


Just like this award-winning show of a ragtag group of survivors surviving before our time captured our hearts, the 
Knights of the Old Republic series has wowed us with events that occur thousands of years before the film trilogies. 
With both properties dealing with small groups of people tenuously treading the line between peace and war, we're 
interested in seeing how the story-heavy Old Republic franchise manages in the MMO realm. 


with BioWare's first MMO. 


f all the elaborate universes in science fic- 
О tion, none inspires quite the same level of 

devotion in its fans as Star Wars. The Old 
Republic is the first massively multiplayer online 
game to come from the acclaimed artisans of 
BioWare, but there’s good reason to think they 
might nail it shut on the first try. 


HERO'S JOURNEY 

The current field of successful subscription games 
seem to have gotten the basic patterns of combat, 
exploration, and ability progression down to a sci- 
ence, but every one struggles when it comes to 
giving each individual avatar a truly meaningful 
role to play in the larger universe. From Baldur's 
Gate and Nevewinter Nights to Star Wars: Knights 
of the Old Republic and Mass Effect, BioWare con- 
sistently creates memorable characters, and takes 
them on elaborate and surprising odysseys. If any 
team possesses the storytelling chops and design 
skill required to inject a thoughtful soul and some 
greater sense of profundity into the twitchy core 
of an online RPG, it’s this one. 

What epic saga have they got in store? We're 
not entirely sure yet. We do know that The Old Re- 
public takes places 300 years after Darth Malak's 
demise, and several thousand years before the 
rise of Darth Vader, so you can expect to see no 
shortage of Jedi and Sith swinging lightsabers at 
each other. After a long period of all-out war be- 
tween the Galactic Republic and the Sith Empire, 
culminating in the destruction of the Jedi Temple 
at Coruscant, a fragile cease-fire keeps the conflict 
simmering at a low boil of border skirmishes and 
tense flare-ups. It's an era of Star Wars lore that 
has long confounded and intrigued fans, and Bio- 
Ware's bringing it to the center stage. 


PLANET HOPPING 

Where a story takes place can have considerable 
impact on the development of its characters, and 
where those individuals wander directly affects 
the adventures available to them. BioWare has 
so far revealed four remarkably disparate planets 
from the oodles that will appear in the final prod- 
uct. The first two are polar opposites: Tython, 
where the Jedi first met in millennia past to ex- 
plore The Force, is an orb of lush vegetation and 
unexplored ancient ruins; Korriban, home to the 
power-obsessed Sith, is a desolate but captivating 
rock of treacherous cliffs and dusty red sands. 


Take center stage in a space opera with a cast of thousands 


Dominant online character type #1: Smuggler. 
Who doesn't want to be the smart-alecky Han 


Solo-type? 


It just wouldn't be Star Wars without a whole bunch of lightsaber battles, and 
а high-tech Sith stronghold оп Korriban makes a perfect arena for the action. 


IDENTITY AND DESTINY 

While the specifics of life and progression as a Jedi 
or Sith remain under wraps, three of The Old Re- 
public’s character archetypes have been unveiled 
so far. Fancy yourself a precursor to Boba Fett? 
Strap on a jet pack, refuel your flamethrower, and 
earn your infamy by executing threats to the Em- 
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pire on the Outer Rim as a morally flexible Bounty 
Hunter. If you're an idealistic soul who values honor 
more than his own life, grab a rifle and join the Re- 
public as a Trooper. Somewhere between the two 
sits the just-revealed Smuggler, a credit-hungry 
pragmatist who's always on the watch for a bigger 
and better deal—think Han Solo at his craftiest. 


With Mass Effect and КОТОВ, BioWare be- 
came legendary for crafting storylines that re- 
acted to your moral choices. With Star Wars: The 
Old Republic, they're swinging for the fences. The 
Old Republic promises to offer much more than 
a canned binary choice between good and evil, 
light side or dark. Far more important than origin 
and career path are the moral choices you'll make, 
which will inevitably place you in the vastly more 
interesting gray areas between extremes. The 
overarching game will follow an elaborate story 
arc, but each and every class will get its own epic 
branching plot within that framework. Every ac- 
tion you take leads to long-term consequences 
that can never be undone simply by loading an 
old saved game. How you behave will constantly 
close some. doors, while opening others. The 
game's storyline is so vast in fact, that BioWare is 
working with 12 full-time writers just to keep up. 


Tiii | із ) 
The Old Republic's deep lore, varied worlds, and 
ethical ambiguities may seem a shade intimidat- 
ing, but you needn't journey alone. On your trav- 
els you'll encounter NPC companions who have 
their own troubled pasts and oblique motivations, 
and can provide some measure of guidance when 
your personal line between right and wrong blurs. 
Will you treat your buddy as a respected equal, or 
mercilessly manipulate him to your ends? Rather 
than restrict the drama to dry text boxes, climac- 
tic interactions are framed like movie scenes for 
maximum emotional impact, ala Mass Effect. 

For all the rich possibilities enabled by the 
small number of planets and classes exposed to 
players so far, you could fill the Grand Convoca- 
tion Chamber with the things we don't yet know 
The Old Republic. What sort of crafting system 
will there be? What about purchasable mounts, 
vehicles, and starships? Normally these question 
marks might give us cause to worry, to hedge our 
bets (see Star Wars Galaxies). But the knowledge 
that a developer with an impeccable track record 
for unparalleled quality is at the helm makes such 
unknowns look like the as-yet unexplored regions 
of a galaxy-in-progress: packed with promise, and 
overflowing with opportunities. 
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BioWare games аге about great context and story- 
telling. We're attempting to bring BioWare storytell- 
ing to the MMO genre, not the other way around. 


BioWare’s mission statement is to build the best 
story-driven games and that hasn't changed. Every- 
thing you do should have context and meaning. 


Like all games, we'll want to put The Old Repub- 
lic in front of a larger audience at some point to 
test out some of the more revolutionary ideas. 
You never really know before that stage whether 
you've really got something. That of course won't 
happen until we're happy with what's there. 


That is one discussion that we're leaving for an- 
other day. 


The great thing about Star Wars is that the sto- 
ries are timeless already. They are Western myth 
taken to a new galaxy and retold. The rogue with 
the heart of gold, the snappish princess too fright- 
ened to let her emotions be seen, the young boy 
who will grow into a hero for his people. The char- 
acters and themes are as old as storytelling it- 
self and combined with the amazing expanse of 
the Star Wars galaxy's races and backstory it's a 
hugely fertile space to develop content in. 


Itis 300 years after (BioWare's 2003 RPG) Knights 
of the Old Republic, so only the most long-lived 
characters would be around in their known state. 
That's not to say that both the presence and im- 
pact of others might not be felt, however. 


Even more. With our system of creating individual 
content for every class, our Light Side and Dark 
Side choices are far more specific to the person 
you are and the situation you're in then we could 
ever provide in KotOR. The Trooper character is a 
soldier, and he may have to decide whether pre- 
venting thousands of civilian casualties is reason 
enough to break his sworn code of ethics—just 
this once. A Bounty Hunter may have a friend who 
has just had a price put on his head, and see either 
dollar signs or [decide] to develop an escape plan 
for them. As you would expect, you can choose 
to exploit or protect, betray or befriend—and ev- 
erywhere in between—but it's all far more or- 
ganic now. The ability to tell class-specific stories 
makes the Light Side and Dark Side choices part 
ofthe world in a very natural way. And remember, 
there's no save button. You really did just make 
that decision, and now you have to live with it. 


Both are obviously big parts of Star Wars lore, not 
to mention extremely cool. But | can't say much 
more than that right now. 


A lightsaber does not actually stop, per se, but 
loops back upon itself. What you see as a single 
blade is actually the plasma, contained by a field, 
doubling back between the base and a negatively 
charged emitter. Adjustments can then be made 
for how far out the loop extends, allowing lightsa- 
bers of various sizes. 
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[ je of galactic civilization, where 
бо. 5 outstretched hand scrapes 
the borders of the Milky Way, the planet 
Pandora slowly orbits her star. Seven years ago, 
Pandora was colonized by corporations looking 
to plunder her resources, but the planet's tree- 
less plains offered little hope for profit. Now she’s 
a backwater planet, home to bandits, forgotten 
colonists, and their guns. Lots of guns. Lots and 
lots—and lots—of guns. 

The game із Borderlands, Gearbox Software's 
sensational cross between a cooperative shooter 
and a massive-scale role-playing game. Quests, 
loot, boss battles, vehicular carnage, and twitch 
shooting all combine into an experience where 
success depends as much on your own skills as 
your character's stats. Your goal: to traverse the 
open world of Pandora and track down a myth- 
ical alien vault hidden somewhere beneath the 
planet's surface. 


There aren't any loading screens to break the 
seamless world, no artificial bridges connecting 
distant quest hubs. Instead, Borderlands guides 
you from hub to hub, letting you build up your 
character's abilities and arsenal Diablo-style. 
And, like the Blizzard classic, everything that isn't 
a town or a plot point is dynamically generated. 
Hills, valleys, mountains, and mines are all built 
on-the-fly, so the world you wander is different 
each time you play. 

In fact, dynamic generation is Borderlands’ 
modus operandi, as exemplified by its ridiculously 
behemoth armory. Thanks to code that mixes and 
matches weapon components from a variety of 
fictional manufacturers, you'll be looting drops 
from a pool of over half a million guns. 

Half a million guns. Thank you, Gearbox. 

That doesn't even take into account the abili- 
ties you'll develop as one of the game's four pro- 
tagonists. Slip into the shoes of Mordecai and 
you'll be able to sic your avian pet on enemies, 
while taking up the tank-like Brick's bulky form will 
let you rumble in close melee. Ex-mercenary Rol- 
land's deployable turret serves as a mobile shield 
generator at higher levels, while Lilith, one of only 
six psionic Sirens in existence, can teleport across 
battlefields and psychically shred enemies. And, 
since Borderlands has drop-in co-op play, you 
can team up with friends of any level and quest 
together, or find one of the world's underground 
arenas and duke it out in first-person PvP. 


JC І ІШІ ] 
Curiously, despite all its promise, Borderland: 
was all but forgotten until this past month. When 
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we heard about it last year, її had the same “gritty 


photo-realism” art style that every other next- 
generation title seemed to have. Frankly, it was 
tough to take seriously. Now, after three years of 
development, Gearbox has gone back and com- 
pletely changed their art style. Models’ propor- 
tions are exaggerated. Textures are hand-drawn 
and Photoshop-colored. Comic-book borders en- 
case terrain, while depth-of-field secludes distant 
mountains in an illustrated, almost parallax ef- 
fect. Gearbox calls the new art “Concept Style,” 
and they’re right on the money: The similarity be- 
tween the game's original concept art and its new 
visual feel is astounding. 

We're not on the fence anymore. Borderlands 
is massive, compelling, and unflinchingly unique. 
This is one distant future we can't wait to explore. 
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b Imost every еріс TV, movie, and comic 
| book crossover has been ruined by un- 
J Mreasonable fan expectations. Marvel 


vs. DC? Hated it. WWF vs. WCW? Sucked, big 
time. Freddy vs. Jason? Redefined lame. Aliens 
vs. Predator hasn't fared much better in Holly- 
wood, as the movies have discouraged fans of 
both franchises. 


man! 
But this is a video game magazine you're read- 
ing right now. And when it comes to video game 
crossovers, things are different. Capcom hasn't 
missed yet with their many fighting game cross- 
over titles, and Mortal Kombat vs. DC was a win- 
ner too. Heck, even Mario and Sonic atthe Olympic 
Games wasn't half bad. We're happy to report that 
from what we've played so far, Aliens vs. Preda- 
tor upholds the tradition of fun gaming crossovers 
(especially the previous AvP games), while also 
washing away the stink of the two movies. 


ns of sci-fi horror fight, gamers win! 


Aliens vs. Predator is being developed by Re- 
bellion Developments, a nearly 20-year old stu- 
dio best known for the well-received original AvP. 
game for the PC. From what we've heard of the 
concept, this new game is going to follow many of 
the same edicts as the original. Still set in first-per- 
son, the game will once again feature Aliens, Pred- 
ators, and Colonial Marines in a remote corner of 
the world, each group doing their darndest to mur- 
der the hell out of anyone outside of their species. 


BLEED.BRSTARD! 

Like the original, you'll play as all three of the war- 
ring factions, but our hands-on time primarily put 
us under the Predator's helmet as he sought out 
both human and xenomorph prey. Good old Pred is 
quite a different beastthan the soldier-types usually 
found in FPS games, and his control scheme reflects 
that. In the version we played, the Predator had one 
melee and one projectile attack. Only one of the 
two could be armed at a time, with the right trigger 
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performing the attack. Switching between the two 
proved to be a tad cumbersome, so hopefully the 
final version will map the two to separate buttons. 
The projectile weapon is the Predator's signature 
Plasma Caster, complete with the “three red light" 
aiming system. Holding down the trigger charged 
the shot, much like the Plasma Pistol from Halo. 


Like that weapon, there's по ammo рег se, but the № 


efficiency depletes with each firing. 
How do you “refill” your Plasma Caster? Easy. 
Trophy kills. When you have your melee weapon 


equipped, you can either swipe at your enemy for | 


an easy kill or home in on them and perform а tro- 


phy kill that not only helps you regain firepower, | 
but also looks sickeningly awesome. We were | 


able to perform trophy kills on a handful of ma- 


rines, and the brutal animation never gets old. If $ 


you've seen the movies, you know that the Pred- 
ator's ship is filled with "trophies"—the severed 


skulls of its victims. In the game, we getto seethe | 
collection process, as the Predator literally tears | 
off the head of his enemies, yanking the spine out | 


for good measure. We attempted to perform tro- 


phy kill on an Alien as well, but due to the combi- № dé 


nation ofthe Alien's speed and the difficulty of the. 


action, we couldn't perform it. Hopefully it will be | 


a bit easier in the final version. 


GET TO THE CHOPPER! 
In addition to his advanced weaponry, the Pred- 
ator has a few tricks up his sleeve, or rather, on 
his wrist-computer. Besides his standard vision 
mode, the Predator can also activate an infrared vi- 
sion filter that enables you to spot lurking Marines 
through their heat signatures—even those tucked 
behind cover. You can also swap to an electro- 
magnetic vision mode to spot lurking aliens. The 


catch? You can't see humans while employing the | 


alien-seeking vision filter, and vice versa. 

Despite his considerable stature and strength, 
thePredatoris quite an agile combatant, and Aliens 
vs. Predator has found a way to mimic his leaping 
ability. While there’s the standard jump button, 
the Predator can also leap to higher levels using 
a target-based jump. By pressing the left trigger 


when your target is in view, you can quickly fling № 


the Predator to the chosen spot. It works sort of like 
а grappling hook in that it gets you a chosen spot 


faster, but is mostly useless for short distances. | р 


STICAARROUND 


With the game not due out until early 2010, мете | 


pretty hopeful that the Predator's slight combat 
kinks can be worked out over the next few months. 
And to think, we've still got the wall-climbing, 


_ Chest bursting Aliens (and the pulse-rifle-tot- à 


ing Marines) to look forward to. Add in online 
multiplayer, and this projectis already offto a way 
better start than those wretched movies. 


LOST IN SPACE 
ALIEN со onimu 
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Watching an enemy slowly wither away after 
a TMD attack is unlike any attack we've seen 
in a shooter before. 


[SINGULARITY 


FOR THE FAN O 


LOST 


Before the most recent season of Lost, the only real similarity between these two properties would be the narrative- 
starting plane crash—but heck, BioShock had that too. Now that we've seen 83 percent of the Lost story unfold, the 
concept of time shifting and manipulation is becoming more and more clear in both stories. And like in Lost, we re- 
ally have no idea what is really going on in the story. 


hands of gamers that isn't old hat by now? Clas- 

sic guns, futuristic guns, alien guns, swords, and 
lightsabers. Yawn. It's time that we got a new type 
of weapon. It's time that is the new weapon. 

A few games have attempted to use time as a 
gameplay mechanism, mostly to rewind time to re- 
try difficult sections. Some were successful (Braid, 
Prince of Persia), others were not (Blinx the Time 
Sweeper). But Singularity's conceit—that time сап 
kill—has rarely been touched upon. Don't expect 
to rewind your way out of trouble in this title. 


WHEN THE HELL ARE UE? 
Singularity begins in near-present day as U.S. 
fighter pilot Nate Renko is engaging іп a mission to 
investigate a radioactive abnormality on a myste- 
rious island in Russia. On the way there, however, 
a mysterious force causes him to crash on the is- 
land. Even more mysteriously, when he awakens, 


[' there a weapon that has been put into the 
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Fight fire with time in this unique shooter. 


he notices that an item called the “Time Manipula- 
tion Device” is now attached to his arm, allowing 
him to age and de-age items and enemies. 

It doesn't take long for Nate to discover the 
fringe benefits of having the power to shift time. 
Stuck on the wrong side of а broken down stair- 
well blocking his path, Nate can age it with the 
TMD until it disappears and then reverse the pro- 
cess when he's on the other side so that it reforms 
the stairs. The demo even featured Nate rebuild- 
ing a pile of rubble into a massive structure he 
then had to enter. The TMD also has a time-freeze 
function that can stop bullets in mid-air. 


THIS IS HEAVY 

While the developers have worked in some pretty 
interesting ways to manipulate time within the en- 
vironment, the coolest implications of the TMD 
come at the hands of your enemies—both human 
and mutant. Nate can instantly age an enemy un- 
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til their bones rot into dust, or reverse the process 
until they cease to exist. Additionally, Nate can use 
the TMD to send out shockwaves that can instantly 
shove enemies and items. We're not really sure 
how that last one pertains to time shifting, but we'll 
allow it. For those of you who prefer to kill enemies 
with more traditional weapons, fear not. Singular- 
ity makes use of plenty of cool contemporary U.S. 
and Russian weaponry, as well as some relic weap- 
‘ons from the Cold War era. Wait...Cold War? 

Time isn't strictly at the mercy of Nate’s arm. 
The demo we witnessed featured many flash- 
backs that could be triggered with the TMD, show- 
ing expositional "flashback" story elements acted 
out, in-game, right in front of our eyes. One of the 
game's most eerie moments came when Nate en- 
tered a corridor filled with ghost-like people, ap- 
parently trapped in time. Will these mysterious 
figures play a larger part in the final game? Only 
time will tell, but we hope it says yes. 


CONTINUED > 


| Speedier than а Splicer апа as deadly as а Big Daddy, 
Big Sister is BioShock’s most dangerous villain yet. 


FOR 


DARIA CITY 


THE FAN OF. 


To say that any film in particular is the celluloid equivalent to 2K Games’ dystopian thriller BioShock 2 is impossible. 
It’s one part Twilight Zone and one part George Orwell novel, with some of Fritz Lang’s Metropolis sprinkled into the 
mix. But there is one film that does echo BioShock 275 frighteningly treacherous world, and it's the criminally under- 
rated Dark City. Both Dark City and BioShock 2 take place in art deco-inspired cities crawling with mutants who, at 


he's quick, much quicker than | am. She 
СУ be carrying a hundred pounds оп 

her metal-clad shoulders, but she’s leap- 
ing across the atrium like а cat. А second ago she 
was sucking ADAM from a corpse; now she’s in 
the air, dragging her arm across the towering 
glass windows. They start to crack. That can't 
be good. 


SIBLING RIVALRY 


Outside, countless tons of ocean water surge 
against the glass. The Atlantic senses a weak- 
ness іп Rapture's defenses. | raise my drill arm, 
flex my left hand to send Plasmid flames skitter- 
ing across the glove, and make ready to charge at 
the abomination that is the Big Sister. But it's too 
late. The glass can't hold back the ocean depths. 
In a heartbeat the room erupts in sound, and 


Diving deeper into the battle for Rapture. 


first glance, appear to merely be honest citizens until they move closer into the light. 


the water rushes in like a submerged hurricane. 


But! am a Big Daddy. | am the first, the prototype, | 


he that can think for himself. And even the mighty 


Atlantic cannot prevent my escape. Only опе сап, | 


but through the floating plankton and waving sea- 
weed, it's suddenly clear: the Big Sister is gone. 
This is BioShock 2: a twisted, alternate past 
turned haunting, alternate future. Ten years af- 
ter the original BioShock's landmark story, one 
of the Little Sisters, harvesters of the DNA-alter- 


ing ADAM serum, has grown up and fitted herself | 


with the trappings of the Big Daddies. The Adam- 
producing slug squirming in her belly has allowed 
her to affect unfathomably powerful telekine- 
sis. She is the new guardian of Rapture, self-ap- 
pointed to watch over the dystopian city and keep. 
its inhabitants in balance, even if that means trav- 
elling to the surface and kidnapping new Little Sis- 
ters to be raised in her own distorted image. 


FUTURE OF FEAR 

Inevitably | come upon one of the children and 
rescue her from a rampant Splicer. As | heft the 
girl onto my back, she pledges her aid in helping 
me find Adam—my only chance against the tele- 
kinetic monster. We discover a body and the little 
girl begins to harvest, but the walls rattle, the halls 
echo. More Splicers are coming, and though | may 
be safe from them, my adopted child is not. | do 
what | can, laying cyclone traps and infusing them 
with flames from my DNA-enhanced Plasmid 


powers. The ADAM addicts attack in shambling 
hordes, crawling down stairwells and dropping 
spider-like from balconies. My flames burn them. 
My drill gores them. My rivet gun tears flesh from 
mutated bone, and still they come. 

Finally, as the girl finishes her grisly task and 
stands up from the body, the last of the Splicers 
fall. | move to pick her up when the lights begin to 
shatter and go dark, and suddenly the young girl's 
safety is no longer my chief concern. “Mr B.," her 
voice quavers, "Big Sister doesn't want you play- 
ing with те." 

Clearly. 

. Тһе monster drops into my lamplight from the 
darkness, striking before | can react and turning 
the world to black. My pulse slows, but my smile 
widens. BioShock 2 is going to rock. 


CONTINUED > 
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THE FINAL FRONTIER 


DEAD SPACE: 
ENT RACTION 


Г FOR THE FAN 
THE THING 


Or 


While Dead Space Extraction's blood-curdlingly desolate deep space setting and The Thing's frostbitten Antarctic backdrop are 
worlds apart, the grotesque freaks inhabiting both these sci-fi horror franchises are definitely close relatives. The shape-shifting 


monsters in John Carpenter's The Thing resemble Dead Space's so much that many fans of the film believe the game's creatures 
are a direct homage to Carpenter's gruesome 805 horror flick. We think so, too. 


hen it was first announced, Dead Space: 
Extraction almost seemed sacrilegious 


to the Dead Space-loving editors at 


GamePro. A prequel to the original game, set in q 


first person on rails and exclusively for the Wii? 
To our ears, it sounded like a worthless story that 
removed the immersive UI and amazing HD visu- 


als we held so dead on the PS3 and Xbox 360. Now | 


that we've seen the game and blasted off plenty of 
limbs, we're proud to report that our first assump- 
tions were dead wrong. 


THE ISHIMURA ISSUE 


Our demo took place approximately a third of the | 


way through the game as we boarded the ill-fated 


Ishimura. It began with a meteor shooting sequence | 
(don't worry, Dead Spacers, it's way easier than | 


before) and then our team arrived at the ship. Like 
before, we had a few moments of eerie exploration— 


the game does allow you to stop and look around at | 


afew predetermined points. Because we knew what 
was coming, we were able to scour the environment 
for important items and ammo, something that re- 


quires far more skill this time around, since you're 1 


constantly moving from one room to another. Before 
we could snag everything, they attacked. 


If there's one thing that Dead Space: Extrac- | 


tion actually does better than the original, it's 
making the combat even more intense. Few will 
ever forget the first time they blew a limb off of a 
necromorph as it sped towards them, and we're 
proud to say that Dead Space: Extraction feels 
even more visceral. Using the Wii Remote to take 
aim and then precisely moving it so that it's in 
line with an enemy limb makes the process all the 
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Necromorphs don’t need heads to survive, so keep 
your eyes (and sights) on those flailing limbs! 


more immersive. Hopefully there will be a way 
to make the reticule a little less gaudy in the final 
version. As you can see in the screenshots, it's a 
bit too big and bright for the game, so hopefully 
there's an option to tone it down. 


LIMB ЕНТРАСТЮП 

Dead Space: Extraction looks to have a nice mix- 
ture of weapons and items from the original, as 
well as a handful of new ones to spice up the ac- 
tion. During our time with the game we wielded 
the Plasma Cutter, Line Gun and Flamethrower 
from the original, as well as a new weapon called 
the Arc Welder that shot currents of electricity into 
the necromorphs. The developer also mentioned 
a weapon called the Rivet Gun that would act as 
a "last resort weapon." Like before, all weapons 
have an alternate mode of fire, which are acti- 
vated by twisting the remote at a 90 degree angle. 
It worked well for the Plasma Cutter's alt-fire (nat- 
urally, since its alt-fire is shooting at a 90 degree 
angle), but we'll have to reserve judgment for the 
rest of the weaponry, as we didn't find the Line 
Gun and Flamethrower's alt-fire all that useful to 
begin with. While we're talking weapons, let us 
officially request that kickass lightsaber-saw style 


GAMEPRO.COM 


weapon the Ishimura inhabitants used in the ani- 
mated flick. Oh, and stomping never got old, so 
hopefully that will return, too. 

Besides the many weapons available, kine- 
sis and statis powers also return, and both seem 
much more useful than they were in the original. 
Kinesis was necessary to pick up items strewn 
about in the game, while stasis just seemed to 
be more in need with the first-person view mak- 
ing them seem closer. The heroes of the game are 
also equipped with glowsticks, which light up the 
environment when shaken. The need to activate 
the glowsticks in particularly dark areas infested 
with necromorphs heightens the fear factor in a 
new, exciting way. It's a slick touch. 


DEAD WAIT 

What we saw was just a fraction of the entirety 
of Dead Space: Extraction, which we've been told 
is just as long an adventure as the original. The 
first third of the game, which takes place on the 
heroes' home colony is a bit of a mystery. We've 
also yet to see any of the new creatures. If the rest 
of the game can hold firm to the solid framework 
ofthe demo, Dead Space: Extraction could be the 
best gorefest for the Wii yet. 


CONTINUED > 
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THE FIFTH ELEMENT 


Hyper-kinetic action. Super-stylized characters. Fans of the cult classic sci-fi flick The Fifth Element will find Final 


The acclaimed RPG series goes intergalactic. 


he fal'Cie, progenitors of the shell-city Co- 
| coon, a technological marvel built to watch 
over the planet Pulse far below. The "Се, 
magical vanguards of the fal'Cie's will. The Holy 
Government, Cocoon's tyrannical ruling body, 
responsible for Pulse's quarantine and the exile 
of any citizen seemingly affected by the planet's 
mystical energies. 

And then there is Lightning, a former servant 
of the Holy Government, now forced into service 
as an "Се and destined to rebel against her own 
people. Her ordained mission: to purify Cocoon 
and free Pulse's inhabitants from persecution. 

Thesearethe makings ofa science-fiction epic. 
This is how Square Enix, creators of the immortal 
Final Fantasy name, are going to push video gam- 
ing and the role-playing genre into uncharted ter- 
ritory once more. They're nearing the release of 
Final Fantasy XIII, quite possibly the most antici- 
pated title in the series' 22-year history. And this 
time, the revolution will be multiplatform: Final 


Fantasy XIII will be coming to the Xbox 360 and 
PlayStation 3 in North America. 

Of all of its qualities, Final Fantasy ХІПІ’ most 
striking feature is probably its near-seamless 


blend of  cinematics— 
hallmarks of any Square | 
Enix title—with actual 


gameplay. The first time | 
you transition from a pre- 
rendered cutscene to a | 
controllable ^ sequence, 
you almost can't see the | 
difference. Leather vests 
flex and creak. Hair flut- 
ters and falls. And the 
chainable actions in the | 
game's Active Time Battle 
sequences allow for film- 
like cinematography at the | 
very center of interactive 
action. It’s a Final Fantasy | 
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STARSHIP 


TROOPERS те 


ба 


нвон 
360 


Las] 


pss 


Fantasy XIII instantly familiar. We don't expect this epic RPG to take as long to catch on with fans, however. 


like Final Fantasy should be: stunning, emotive, 
magical, and high-tech. Cloud Strife's reign may 
well have come to an end. 


With the increased numbers of combat partners and the continued emphasis on destroying large alien 

bugs, one could see definite similarities between Lost Planet 2 and the classic camp sci-fi feature Starship 

Troopers. While it may not have been loved by critics, fans today still love the rampant action of Paul Verho- 
| even's sci-fi classic. Lost Planet 2 looks like it'll be better received upon initial release, however. 


This sci-fi shooter enters the belly of the beast. 


e dug the intense alien-exploding sin- 
| | Jae player of the original Lost Planet 

as well as its exciting competitive 
multiplayer. Unfortunately, the game lacked a 
true co-op mode, so we were left to battle the big 
bosses оп our own. Lost Planet 2 is remedying our 
biggest gripe by offering up epic bosses you and 
your friends can tackle together. 

The best way to describe the hands-on four- 
player co-op battle we had with Lost Planet 2's gi- 
ant alien creature would be a brilliant mixture of 
Halo З and Shadow of the Colossus. With the crea- 
ture lumbering about in the center of the stage, 
our team of four encircled it and picked up weap- 
ons to begin the battle. In the game's early state, 
the creature default attack setting had it going af- 
terthe strongest team member, which left its back 
open to shots from the rest of the team. Still, the 
battle proved to be far from a cakewalk, as the 
creature would often shoot out pulse waves and 


stomp on anyone who attempted to get close. For- 
tunately, with our grappling hooks, we were able 
to keep away from the slow creature, and climb 
atop it without being caught. With weaponry like 
missle launchers and gatling guns, other team 
members were able to keep distance. 

After causing enough ы 
damage to the yellow 
spikes adorning its back, 
we were able to use our 
grappling hook to en- 
ter the creature’s gaping | 
maw. Inside, we fought 
a current of vile brown | 
sludge as we eviscer- 
ated the giant’s innards. 
We only had a limited | 
time, however, until we | 
were unceremoniously | 
shot out of its other end. 
К was a long battle, but 
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the beast was able to outlast us, and we ultimately 
found a permanent home in its belly. 

Awesome weapons, grappling hooks, giant 
bosses, and getting crapped out by aliens. How 
could you not want this game?! 


Тпе Тор 15 


ips і ^ M 


Sports Games of 2009 


GamePro fields an all-star lineup of the best sports titles of the year. Batter up! 


rom video game journalists. Aside from Madden and a few no- 
table releases like Punch-Out!!, most sports games are treated 
like yesterday's newspaper. You can probably blame the yearly produc- 
tion cycle and the "updated rosters are the only real improvement" let- 
downs for this; also contributing is the sheer glut of sports titles that get 
jammed won our throats every year. It's enough to make even the most 
dedicated sports fan throw in the towel and announce an early retire- 
ment. But much like a power hitter going on an extended hitting streak, 
the sports genre's been a tear lately with bona fide hits like MLB 09: 
The Show and UFC 2009 Undisputed hitting the shelves. Offering stellar 
gameplay and unrivaled realism, these titles give us hope that 2009 will 
be a monster year for sports gamers. 

We put in the call to the bullpen and had Scott Pyltik, editor of our 
sister site GamePro Sports pinch hit for us on this one. He put together 
a sweet countdown of the 15 best sports titles of 2009 and one thing's 
clear: if you love sports games, you have a ton of options at your dis- 
posal no matter what sport you follow. And be sure to stick around at 
the end for an early look at next year's roster of future all-stars: it's more 
fun than the NFL draft! 


T: sports genre doesn't get the love that it deserves sometimes 
fi 


а 


Hit Football 


x 


» Quick 


К 
| 
| 
|| In June, І visited the Quick Hit studios т Foxboro, Mass. for some hands 
on time with Quick Hit Football. | was surprised by how easy to play this 
game was. A free-to-play browser-based game, Quick Hit Football lik- 
ens itself to EA Sports' NFL Head Coach and bills itself as a “freemium” 
game—meaning it possess “premium” quality but is available for free. 
It is one of a crop of free-to-play games that have caught my eye lately. 
The team behind Quick Hit Football has a ton of industry experienc- 
ing having worked the Madden franchise, the NFL 2K football series, 
and NHL 2К9; their goal is to create a game that appeals to both Mad- 
7 den fanatics as well as casual fantasy football players, and to that end 
|| they succeed, Gamers simply log оп to quickhit.com and field a team. 
|| They then customize their playbooks, manage their depth charts and 
spend “coaching points” to rank up individual players like you would 
in an RPG. When it's game time, players will be taken to a top-down 
screen where they can call plays and then watch how their choices play 
| out on the field against other users online. More advanced gamers can 
| choose to call plays to specific players on specific routes. 
Quick Hit Football shows some interesting innovation for a browser- 
| based game and best of all, it's free to play. What more could you ask for? 


PRO.COM 


—————————— 


| 
| 
| 
| 
| 
| Sure it's not technically a video game, but the millions of people who 
| play itduring the NFL season can't be wrong. There is perhaps no other 
1 gameon Earth that makes grown men manically walk the halls of their 
| offices while others sit in their swivel chairs depressed because Tom 
7 Brady just got laid out for the season. 

| Indeed, it is the trash-talker іп all of us that fuels the success of 
| fantasy sports in general. Most can't even be bothered with updating 
7 their rosters weekly and yet they continue to sign up to play year-after- 
| year like a brainwashed caveman. What console game has that kind 
| of power? 


World Golf Tour 


| GamePro Sports correspondent Nate Lindeberg previewed World 
| Golf Tour back in early May, and this free-to-play browser-based дате 
| caught our eye because it looked so damn good. Never before have | 
| seen HD visuals like this in a browser-based game. Come to find out it 
| notonly looks great, but it's authentic—so authentic that WTG claims 
1 their courses are accurate to within 1.5 inches of the real thing. 

| If you think that's good, than you'll love to know that WGT has part- 
| nered with the USGA and has created а virtual course identical to that 
| of the 2010 U.S. Open course at Pebble Beach. And while the USGA 
|| Virtual U.S Open Championship has come and gone, and you've al- 
ready missed your chance to win a trip to the 2010 U.S. Open, you can 
still play the course online at worldgolftour.com. Thousands of people 
throw away money every day playing Golden Tee Golf in arcades and 
bars around the country. World Golf Tour is every bit as good and oh, 
did | mention it's free? 


Skate 2 continues where the original title by the same name left off and 
offers a great alternative to the Tony Hawk series which, let's face it, 
has steered away from simulation style skateboarding (though the just 
announced Ride looks intriguing). Though Skate 2 has a steep learning 
curve, the control scheme is innovative and rewarding when you actu- 
ally land a trick. 

While Skate 2 still falls short on some level design issues, it makes 
up for the loss with solid multiplayer action and new modes like Hall of 
Meat (which challenges you to see how badly you can wipe out). All- 
in-all, this title is a fun choice over the repetitive Tony Hawk franchise I 
once loved, and thus is an easy choice for our list. 


The Bigs 2 


Anyone who read my review of MLB 2K9 knows that І was left long- 
ing for something more. Fortunately 2K Sports is looking to redeem 
themselves with their second baseball title, The Bigs 2. The arcade- 
| focused, over-the-top gameplay is nothing like MLB 2K9 but that's a 
| goodthing—trust me. 
Crushing massive home runs that break the scoreboard in center- 
field or jumping 10 feet in the air to snag a line-drive might be highly 
unrealistic, but The Bigs 2 makes such shenanigans seem fluid and fun. 
This year, you can step outside the ballpark with all new mini-games 
| that you can play as exhibitions or as part of the new Become a Legend 
mode. Each mini-game is tailored to a specific skill (power, contact, 
| glove, and speed) and will have you running and jumping over the roof- 
|| tops of Wrigley Field, across balance beams and down zip lines in ad- 
dition to smashing home runs off buildings in Times Square. All of this | 
happens with top-notch character models and visual effects. Baseball 
doesn't have to be boring anymore. 


ij 
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| tertainment. It's proof that the classics can thrive in this "next-gen" world 


| their favorite school in order to help them win the “national title.” The most | 


| potential, NCAA Football 10 just might dominate the college ranks. 


Little Mac is back! It took 15 years for Nintendo to resurrect this nearly for- | 
gotten franchise but Punch-Out! returns and packs a wallop. Garnering ап | 
Editor's Choice Award from GamePro (it scored a 4.5 out of 5.0), Punch-Out! 
keeps to the tried and true formula of having to figure out and counter your | 
opponent's unique fighting pattern if you plan on having any success. 
While it's certainly not original, Punch-Out! proves that flashy graph- 
ics and innovative wacky gameplay isn't necessary in order to provide en- 


and what was fun 15 years ago is still fun today. In fact, the addition of the 
Wii Remote's motion controls and the Balance Board support just makes 
itthat much more entertaining. 


NLAA Football 10 


Last year's NCAA Football 09 was well received, but the consensus | 
was that it was far from perfect. This year's version, NCAA Football 10, Ё 
looks to improve upon its predecessor by adding some interesting new | 
modes and revamping the Dynasty mode. 

Team Builder is a new addition allows you to create your own school 
from scratch online via a Web browser and than download that team to your 
Xbox 360 or PS3. You can then take your institution of learning through the Й 
exhibition, Dynasty or online modes. In addition, players can now dive into | 
the new Season Showdown mode which allows gamers to earn credits for | 


important part of this new mode is that your team’s virtual schedule coin- | 
cides with their real life schedule—it's a nice touch of realism for sure. 
Fans of the Dynasty mode have something to look forward to as 
well. Recruiting and developing new players is just as important as the 
on field action. You can also be rewarded (or penalized) sportsmanship 
points based on your decisions on the field, which influences how new 
recruits’ perceive your school. If these improvements live up to their 1 


Not every sports series сап claim that its games have noticeably im- 
proved every single year, but EA Sports’ hockey franchise has gotten 
better and better. The NHL series has been awarded our Editor's Choice 
award for three straight years (the lowest score the series has received 
recently is a 4 out of 5 but that was back in 2006 before the franchise 
made the full leap into the "next-gen"). So to say that NHL 10 has a lot 
to live up to would be an understatement. 
| Much like a player coming off a career year, NHL 10 has to meet 
some high expectations. Thankfully, it looks poised to build off the mo- 
mentum ofthe highly rated NHL 09 thanks to improvements like an ad- 
| vanced physics engine that allows for one-on-one battles along the 
| boards where a player's size and weight, among other attributes, will 
factor in to who ends up with possession. Players can even kick the 
puck with their skate to get it out of the corner and back onto the open 
ice where hopefully a teammate can capitalize with a shot on goal. A 
| first-person viewpoint for fighting and the ability to continue the action 
| after the whistle has blown also lends a sense of depth and realism to 
| the overall experience. 


aa 


Wii Sports Resort 


| With over 50 million Nintendo Wii consoles sold worldwide since the 
| system's launch, it's safe to say that Wii Sports is one of the most 
| played games on the planet. And even though it's almost three years 
| old, it's still one of the most entertaining Wii games available. 

But now, gamers have the follow-up, Wii Sports Resort, to look for- 
ward to. Integrating the new Wii Motion Plus, Resort looks to add even 
finer control to the already established Wii Sports formula. Throw in 
all new games like golf, table tennis, jet skiing, Frisbee and fencing and 
| you have another potential mega hit on your hands. Only time will tell 

if Resort lives up to the high bar set by its older sibling but we're going 
| to guess that the majority of Wii owners have already made space іп 
| their game libaries for this one. 


| yourself in the doctor's office complaining about virtual tennis elbow. 


Grand Slam Tennis 


Wii Sports tennis continues to have a cult following, but whacking ten- 
nis balls around with bobble headed characters who can't move will only 
take you so far. Enter EA Sports' Grand Slam Tennis. It's everything you 
love about Wii Sports tennis but offers much more. 

Grand Slam Tennis realistically captures the signature moves and 
traits of some the world's most famous tennis players. From John 
McEnroe's unique serve to Sharapova's unmistakable "dove dying 
in the wind" groans, Grand Slam Tennis doesn't disappoint from a 
gameplay or visual standpoint. And with the new Wii Motion Plus ac- 
cessory bundled with the title, the controls promise to be even more 
responsive and accurate. 

If you love Wii Sports tennis, Grand Slam Tennis is a Wii title worth 
keeping your eye on. Just warm up before you play itor you might find 


Tiger Woods' PGA Tour is by far the best video game golf franchise on 
the market and this year's version seems poised to continue that trend. 
But is it ^more of the same" from EA Sports? 2009 may be the year of 
change in America, but the gameplay in Tiger Woods 10 feels identi- 
cal to the previous title. Considering how good 2009's gameplay was, 


| that's not necessarily a bad thing. The developers instead chose to fo- 
| custheir attention updating other features by adding new modes, new 


golfers and new courses. 
By now, thousands of players have taken to the virtual links in an 


| attempt to sit atop the new "Money List." The all new Live Tournament | 
| sounds intriguing, with daily and weekly tournaments available; also 


worth noting is the Play the Pros mode, an online mode that could po- 


|| tentially prove as addicting as World of Warcraft. Wii owners will also 


getthe new Wii Motion Plus accessory bundled with the game, ensur- 
ing that their virtual putts go exactly where they want them to. 
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4. Fight Night Round 4 


PS3, Xbox 360 


EA Sports’ fourth installment in its infamous boxing 
franchise sets the bar higher than ever. Fight Night 
Round 4 takes everything that was great from Fight 
Night Round 3 and improves upon it in what is shaping 
up to be the greatest boxing simulation in history. 
With an all-new physics engine driving the 
gameplay, FNR4 looks to provide the smooth- 
est, most realistic fighting in any boxing game. 
Punches that land square on your opponent's 
face will cause his ugly mug to ripple while send- 
ing blood and sweat flying in the air and across 
the mat. Likewise, blows now glance off the arms, 


On the Horizon: 
5 Sports Games to Keep Your Eyes On 


Here's a sneak peek at five awesome titles that are waiting in the on-deck circle. 


Much like a much touted prospect who announced his entry into the upcoming draft, the following 
games are primed to make their leap to the big leagues. They bring a ton of potential and raw skills and 
if they're developed correctly, they will a large impact on the league...err, the industry. 


4. Pro Evolution Soccer 2010 


PS3, Xbox 360, Psp, PC 


head and chest realistically and can even get tan- 
gled in your opponent's arms as he tries to coun- 
ter punch you. 

Speaking of counter punching, the more of it 
you can do the better off you'll be in the ring. Sure 
you can stand toe-to-toe and throw haymakers, 
but dodging a left hook and than delivering one 
of your own is sure to provide better results. All of 
this is part of EA's attempt to recreate the sport as 
accurately as possible. If it lives up to its potential, 
Fight Night Round 4 will demolish the competition 
like Mike Tyson in his prime. 


2. Tony Hawk: Ride 


The Pro Evolution Soccer series has lagged behind its main competitor, 
EA's FIFA franchise, for а few years now but with next year's installment, 
it looks like it may have a shot at the top spot. Armed with a laundry list 
of new features and improvements, PES 2010 could actually knock FIFA 
off its perch. 

With enhanced graphics, fresh commentary, more authentic crowd re- 
action, new moves and improved Al, it's clear Konami means business. 
We'll have to see if PES 2010 has what it takes but take note, futbol fans: 
there's a new contender hitting the pitch next year. 


| may have knocked the Tony Hawk series in my write up of Skate 2 but 
that's only because its tired gameplay has forced it to fall by the wayside. 
However, Tony Hawk: Ride looks to rectify the recent slump and breathe 
new life into this once awesome franchise. How? With a kick-ass looking 
Skateboard controller! 

That's right, Tony Hawk: Ride will allow you to play the game on a 
sleek looking skateboard accessory that likens itself to the Wii balance 
board in functionality but stays true to a skateboard in design. Will this 
be enough to successfully reboot the skater franchise? It might, but that 
means stacking another piece of gaming plastic in the corner next to your 
guitars, drum sets and balance boards, which may also signal that it's time 
for you to eBay some of those accessories you don't use anymore. In any 


5. Smackdown vs. Raw 2010 


The Smackdown series may only be trumped by 
Madden and NBA Live as the longest running 
sports franchise to date. THO and Yukes put a prod- 
uct on store shelves year-over-year that not only 
accurately recreates the spectacle that is the WWE, 
but still manages to be incredibly fun to play. 

Last year's title made huge strides in cooper- 
ative gameplay, taking the rather stale tag team 
modes that have been available for years and giv- 
ing them a completely fresh feel. Not only that, 
but the fan's pleas were finally answered with the 
inclusion of the famed Inferno Match. 

While not much is known about Smackdown 
vs. Raw 2010 just yet, we can only imagine that 
THO and Yukes are looking to give fans their mon- 
ey's worth once again. Pro wrestling fan or not, 
the Smackdown games are always a blast to play. 


case, we're excited to see what new tricks are up Tony Hawk's sleeves. 


3. FIFA 10 


And yet, as much as we love PES 2010's potential, 
there's no denying that FIFA is still the king. If PES 
2010 does in fact wantto be the best futbol sim out 
there, it'll have to overcome FIFA 10. As of press 
time, EA hasn't leaked much information on their 
upcoming game but that hasn't stopped us from 
being extremely excited about it. 

Futbol aficionados have been turning to the 
FIFA series for a decade to feed their obsession 
with the sport and we suspect EA Sports is ready 
to make some major additions to the game. With 
the introduction of new physics engines to the 
Madden and Fight Night series it isn't farfetched 
to think that FIFA 10 could receive some physics 
improvements of its own. Between this and the 
new PES, 2010 is shaping up to be a great year for 
the most popular sport in the world. 


1. NBA 2К10 


Whilethere wasn't much known about NBA 2K10 at 
press time, the few scant details that we are aware 
of has left us drooling for a chance to step onto the 
virtual hardcourt. One of, if not the best games in 
2K Sports' arsenal, NBA 2K9 leveraged fluid, real- 
istic animations to create the most authentic simu- 
lation basketball game ever. Beating out the more 
arcade style of NBA Live 09, the 2K basketball se- 
ries no doubt looks to improve upon some of the 
areas that were lacking in last year's title. 

We expect NBA 2K10 to stick to the tried and 
true simulation formula that has brought it success 
in recent years, but we also expect it to refine some 
of the problematic areas such as bogus foul calls, 
nonsensical incorrect commentary, and maybe, 
just maybe adding real technical fouls to the game. 
The sky is the limit for 2K10 and we're anticipating 
great things when the game releases this October. 
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The most realistic baseball simulation ever: Need 
| say more? MLB 09: The Show was awarded our 
Editor's Choice award and for good reason—it is, 
withouta doubt, the best baseball video game ever 
created. That's not just hyperbole: that's fact. 

Its realistic gameplay isn't fueled by incredibly 
involved control schemes like other baseball titles 
(I'm looking at you MLB2K9); instead The Show 
keeps it simple which allows casual fans to pick 
up a controller and really enjoy themselves. One 
button batting and a three click pitching process 
brings the controls back to the basics which keeps 
the focus on the on-field action. 


Madden NFL 10 
ie : 


It’s nigh impossible to talk about sports video 
games without mention the 800-16 gorilla, Madden. 
Unfortunately, Madden’s success was a major con- 
tributor to the annual release cycle that dominates 
the sports genre. And while the diehard fans are 
more than willing to dish out $60 for a glorified ros- 


From day one, UFC 2009 Undisputed has completely 
taken over the GamePro offices. The editors have 
been playing it non-stop; is it any wonder why it was 
chosen as the Game of the Month in our July issue? 
Its addicting and satisfying gameplay has kept the 
editors completely glued to the office TV and has 
lead to a lot of heated inter-office showdowns. 
What the GamePros love the most is the real- 
ism and the attention to detail. Fighters look and 
move just like their real-life counterparts and and 
blood realistically splatters after crushing blows. 
The fighting system is also superb and does a 
great job of replicating the three discrete stages 


The Road to the Show mode is also arguably one 
of the best modes in any sports game. Sure it's been 
done before by EA Sports in Madden NFL 08, but 
it's reached near perfection in The Show. Creating a 
player and experiencing his career from the minors 
all the way to the majors (with eventual enshrine- 
ment т Cooperstown if you're lucky) is a sports fan's 
dream come true. And like everything else in this 
game, it's realistic right down to your yearly stats. 

Since it's exclusive to the PS3, Xbox 360 own- 
ers are left out in the cold. But if you're serious 
about baseball and gaming, we suggest you find 
away to experience the Babe Ruthian majesty that 
is MLB 09: The Show. 


ter update, the average gamer is not (though, judg- 
ing by the sales numbers, maybe they are; we bet 
they complain a lot more about it at least). But Mad- 
den NFL 10 just might convince every single sports 
gamer to pre-order because it brings with it a suite 
of improvements that looks to break the mold. 

EA Sports’ flagship title will ship on all three ma- 
jor consoles and each version boasts some drastic 
improvements over last year's product. For the PS3 
and 360 the new Procedural Tackling, or PRO-TAK 
system, takes center stage. Authentic gang tackling 
is now possible thanks to an all new animation en- 
ginethatis driven by realistic physics. It alters stock 
mo-cap animations using a player's height, weight, 
speed and strength then produces a tackle (or bro- 
ken tackle depending on how things play out) that 
stays true to life. Quarterbacks will now have a re- 
alistic pocket form around them after the snap be- 
cause the PRO-TAK system also controls blocking. 


of an MMA fight—striking, standing clinch and 
ground. And unlike most sports games where 
canned audio is the norm, Undisputed has some 
great in-game commentary provided by Mike 
Goldberg and Joe Rogan that is so authentic, it 
makes you feel like you're experiencing a real pay- 
per-view match. 

In a year saturated with great sports ti- 
tles across all platforms, UFC 2009 Undisputed 
slugged its way past its franchise's previous 
problems to claim the top spot in our countdown. 
THO and Yukes have created a truly impressive 
game that makes it difficult for gamers to put 
down the controller. 


ау: 


EA's mantra this year is “fight for every yard,” and 
that has never been truer in a Madden game. 

Wii owners get a radically different game 
this year as well. EA’s art team has been hard 
at work creating an entirely fresh looking game 
that features more over-the-top animated play- 
ers than past titles. Each player position gets a 
different looking character model that visually 
distinguishes them from the others on the field. 
The game's visuals aren't the only thing that has 
changed: the controls are now more intuitive and 
less complicated, giving Madden 10 for the Wii a 
whole new feel closer in spirit to a party game. it. 

Any way you slice it, it’s looking like another 
year of dominance for the Madden franchise. But 
ratherthan rely on its exclusivity contract with the 
NFL and name recognition, EA's looking to domi- 
nate by improving its product. Let's hope every- 
thing goes according to plan. 


Turn your. ! 
CREATIVIT 
into CAS 


GamePro Labs is a new service for independent 
game developers working on Microsoft's XNA 
platform. Benefits include: 


* Publishing your games under the GamePro brand. 
* Regular promotion in GamePro magazine. 


ФА publisher account on GamePro.com, giving you exclusive 
developer community access and promotional tools. 


* Management of all distribution relationships with Microsoft, 
Apple, and others who sell your games. 


ФА monthly check from GamePro for all units sold. 


Go build great games and let GamePro do the rest. 


uuu.gamepro.com/labs 


This is our favorite thing to do іп Red Faction Guerrilla: drive up to a building, pull out a sledge- 
hammer and start taking out critical parts of the infrastructure. After enough damage has been 
done, we stand back and watch as the building slowly caves in on itself. But what's so satisfy- 
ing about this act is knowing that we destroyed the building using not only our brawn but our 
brains. See, Red Faction Guerrilla was built using the Geo-Mod 2.0 engine which, combined with 
the Havok physics engine, makes for a game world that behaves in a tremendously realistic fash- 
ion. Every structure is built the way it would be in the real world: steel rebar reinforces concrete 
walls and metal supports keep bridges from crumbing under their own weight. Enter a building 
and knock out the right walls and you can bring it down in a matter of seconds. 


If a realistic damage modeling system was all the game had going for it, Red Faction would 
still be fun to play. It's tremendously satisfying to just go around and bash something apart but 
what elevates Red Faction Guerrilla into our Game of the Month winner is the actual game that 
fleshes outthe "one-man wrecking crew" experience. The deep and satisifying missions, the vast 
game world and the satisfying multiplayer modes made Red Faction the clear winner in a rather 
stacked month. But we'll be honest and say that we spent nearly as much time driving around and 
breaking stuff with our sledgehammers as we did helping out the local populace. 


GAME REVIEWS: 


Battlefield 1943 (Xbox Live Arcade)... 
BlazBlu: Calamity Trigger (PS3, Xbox 360) 
The Conduit (Wii 
Fuel (Xbox 360). 
Ghostbusters: The Video Game (PS3, Xbox 360) 
Harvest Moon: Frantic Farming (05), 


Holy Invasion of Privacy, Badman! 


inFAMOUS (Р53). 
Klonoa (Wii)... 
Let's Tap (Wii) 
Punch-Out!! (Wii)... 
Red Faction Guerrilla (PS3, Xbox 360)... 
Shin Megami Tensei: Devil Survivor (05) 


Terminator Salvation (PS3).. 


What Did | Do to Deserve This? (PSP). 


DiGITAL SOAPS 


This month, we take a look at the most pleasant smelling product we've ever reviewed: soaps shaped like video game 
controllers. Their only fault is that they're too cool to actually use. 

Digital Soaps is one of those million dollar ideas that you wish you had thought of first: make soaps in the shape 
of video game controllers. That's genius. When we first got wind of these, we knew we had to have them so we shot 
a note over to Chrystal Doucette, proprietor of Digital Soaps, and asked for a sample box. A few days later, we got a 
package in the mail that smelled of flowers and perfume. We opened it up and found soap replicas of an Xbox 360, 
PS2, Nintendo Wii and NES controller (our personal favorite) waiting inside; there's also other tech related soaps like 
one modeled on an iPod and even a old-school calculator. The level of detail on the controller soaps is incredible—the 
buttons are properly color coded and even minute details like the input jack for the Xbox 360 headset remain intact. 
And, as we said earlier, they smell really good. 

We personally wouldn't dream of using these as actual soaps, though; instead, they're serving a far better purpose 
as awesome cubicle decorations. Not only do they look cool but the sweet scents help mask some of the odors we 
have to deal with on a daily basis. But then again, the idea of washing our hands with a Dual Shock is just too damn 
awesome to pass up. And if were decorating a guest bathroom, we'd put these out over those frilly decorative soaps 
any day of the week; they'd probably make really awesome gamer gifts too. The best part is that you can customize 
the color and scent as well. Now, if Chrystal would offer up a Dreamcast version... 


digitalsoaps.etsy.com 
$16 (Р53); $12 (Xbox 360); $10 (Wii); $8.50 (NES) 


PROS: Exact replicas of your favorite video 
game controller in soap form! 


CONS: They're almost too cool to use as ac- 
tual soaps. 


GAMEPRO's RATING SCALE 


Behind the Stars 


The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 
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2.5 to 3 Stars 


ЖЖЖЖ 


Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 


Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


Should come with a sticker: “Warning, contains poisonous 
amounts of suckage.” Remember Backyard Wrestling? 


Games that score 
are awarded our coveted 


1.5 to 2 Stars 
І TEE Editors' Choice Award. 


ххх жж 


An absolute insult to humanity. 
Kill it with fire and holy water. 


0 to 1 Star 
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Тһе impressive Geo-Mod 2.0 engine allows бог а high degree ої realism, 
meaning every structure deforms and degrades in a realistic way. 


RED FACTION: GUERRILLA 


Guerrilla will more than satisfy your thirst for dest 
to the ridiculous fun you'll have along the way. 


Los: | xbox seo [ES 


ome games want to engulf you in an intri- 
cate story full of plot twists and deep char- 


acter development, while feeding you action 
at a slow burn. Other games want you to work to 
make progress, presenting puzzles and conun- 
drums that require gamers to think a great deal 
before they act. Red Faction: Guerrilla does nei- 
ther of these, instead throwing you straight into 


the action from the start and not letting go until its 
explosive conclusion. 

It's become а rare thing for me to actually stop 
playing a game to call one of my friends and gush 
about something amazing that happened, or how 
much they need to play it when it comes out, but 
| did this countless times while playing Guerrilla 
(and probably annoyed quite a few people along 


ям 


The sledgehammer із one of the most satisfying weapons we've ever come across. 
It's useful for not only bringing down buildings but laying the hurt on enemies. 


tion, and its small faults are negligible compared 


the way). The game isn't perfect, but what it does 
right it does insanely well and it's easy to forgive 
some of its minor issues in favor of enjoying the 
hell out of the rollercoaster ride of maniacal ac- 
tion found within. 


MARTIAN PLAYGROUND 

Guerrilla puts gamers in the role of Alec Mason, a 
miner who ends up joining a rebel group on Mars 
known as the Red Faction. I'll just get this out of 
the way: the ensuing story isn't particularly deep. 
The Red Faction are the good guys, you know 
the Earth Defense Force are the bad guys, yadda 
yadda yadda; thankfully, the storyline takes a back 
seat to the gameplay. Gamers are given the free- 
dom to explore Mars, carry out main missions or 
take on Guerrilla Actions (smaller, more specified 
missions). | didn't mind at all that the story was 
thin because the gameplay more than compen- 
sated for the weak plotline. 

The Mars depicted in Guerrilla is broken up 
into 6 sectors, each of which you must liberate 
from EDF control. This can be done in a variety 
of ways, such as blowing up EDF-controlled struc- 
tures, performing various Guerrilla Actions and 
taking on the longer Red Faction missions. Each 
time you hurtthe EDF in a sector, their control me- 
ter goes down. In turn, the morale of the people 
in the sector goes up. The higher the morale of a 
sector, the more people will join to aid your cause; 


eventually, you'll notice fellow Red Faction mem- 
bers coming to your aid in firefights. 

The system works fairly well but it was a little 
wonky at times; I'd notice іп the middle of a par- 
ticularly hairy shootout that so many Red Faction 
members would show up that they'd become a li- 
ability. It was great having backup but it's not very 
helpful if your comrades run you over with a vehi- 
cle or walk right into your line of fire. 


LIBERATING WITH EASE 

One thing | really enjoyed while playing through 
Red Faction: Guerrilla was the feeling that I really 
had a large amount of freedom. For instance, the 
game gives you the option of performing every 
Guerrilla Action in a sector, and though not nec- 
essary, it's a great way to collect salvage (the in- 
game currency, which you can use to purchase 
new weapons and upgrades) and also loosen the 
EDF's grip on the area. 

There are nine different types of Guerrilla Ac- 
tions you can pursue, and | thoroughly enjoyed 
most of them. Heavy Iron, where you're given ei- 
ther a destructive mech-like vehicle known as a 
walker or some huge tank to destroy a barrage 
of EDF vehicles and enemies was a definite high- 
light, as well as Collateral Damage, which tasks 
you with riding on the back of a vehicle armed 
with a giant cannon and causing as much damage 
as possible. | did find myself avoiding a few types 
of Guerrilla Actions that weren't as exciting to me, 
but the variety is there, and | never found myself 
wishing І was doing something else. 


DEMOLITION DERBY 
Guerrilla also has an awesome arsenal of weap- 
ons to play with as well. The game offers players 
a vast array of weapons to use, and many of them 
feel fresh and unique. | found myself switching be- 
tween the sledgehammer (one of the coolest and 
most versatile starting weapons I've ever seen in 
a game), assault rifle and remote charges early on, 
but as | progressed more weapons opened up. In 
addition to the variety of weapons you can pur- 
chase and upgrade at Red Faction safehouses, 
you can also permanently utilize enemy weapons. 
If you happen to find a weapon on a fallen enemy 
that you've never seen before, pick it up, and it will 
be available for the rest of the game from any Red 
Faction safehouse. 

But the most impressive aspect of Guer- 
rilla was the Geo-Mod 2.0 engine, which Volition 


There are a variety of vehicles available to help you navigate the harsh Martian 
terrain. A simple tap of the triangle button is all you need to take control of one. 


Use Alec's Arc Welder to put a stop to multiple enemies at once, 
and keep the trigger held down to eventually electrocute them. 


used (along with the Havok physics engine) to 
create the ultra-realistic destruction physics in 
the game. When you blow up a building, smash 
through structures with walkers, or simply go on 
arampage with a rocket launcher in tow, the sense 


When you have multiple EDF tanks on your tail it's time to start running. 
You could also toss a few remote mines their way to take them out quickly. 


of satisfaction is unparalleled. To me, the game's 
story and characters could've been as shallow as 
Crackdown and | still would've had a decent time 
blasting away. 


Сет Your Ass To Mars 

Though the game has a few faults, such as some 
occasional background pop-in and a few minor 
A.l. issues, the whole experience is a blast (liter- 
ally), and you'd be missing a great action experi- 
ence by not checking this one out. | didn't even 
mention the deep multiplayer (look for a stand- 
alone review on GamePro.com) which only adds 
to the fun.—Andy Burt 


PROS: Insanely engaging action; fun side mis- 
sions; large amount of freedom throughout. 


CONS: Difficulty ramps up quick; some minor 
graphic and А.І. quirks 


OX 


Oh no, aliens have taken over the White House. At least, that’s what! think це 
happened. The story doesn't make a whole lot of sense. 


THE CONDUIT 


It reminded me a lot of GoldenEye. This is both good and bad. 


duit's shortcomings. Do | blame the devel- 
oper for making a rather generic shooter 
with a convoluted storyline that isn't as epic 
or mysterious as it wants to be or do І blame 
Nintendo for creating a console whose lack 


| ‘m not sure who І should blame for Тһе Соп- 


of hardware power essentially handcuffs ev- 
ery developer who tries to create a “next-gen” 
game for it? Hell, maybe | should stay within the 
game's conspiracy theme and just chalk it up to 
the Illuminati—they're always trying to ruin ev- 
erything, right? 


The All-Seeing Eye is sort of gimmicky but it does have 
its uses; here, it's hacking a computer terminal for me. 


A PIPE, TUBE, OR THE LIKE... 

Let's getthe inevitable comparisons to GoldenEye 
out of the way right now: The Conduit is the clos- 
est you will get to recapturing the magic of Gold- 
епЕуе on a Nintendo console. | can't speak for the 
multiplayer because | didn't experience it first- 
hand (several other GamePro editors did, though, 
and their impressions are posted on www.game- 
pro.com) but the single-player campaign is defi- 
nitely reminiscent of Rare's classic; go ahead, 
fanboys, let the scream of joy out—I'll wait. You 
done? Good, because you won't like what | have 
to say next. 

See, | consider the similarity to GoldenEye as 
both a positive and a negative. Sure, it's great to 
finally have a shooter that spiritually follows in the 
footsteps of a great game you played in the past 
(italso reminded me of Perfect Dark, to boot), but 
damn, the N64 was two generations ago—what 
does it say about the Wii that The Conduit doesn't 
blow GoldenEye's graphics out of the water the 
way Halo 3 outshines the original Halo or Kill- 
zone 2 completely destroys the original Killzone? 
І don't place the blame on High Voltage at all on 
this one, though—they did a great job of squeez- 
ing every last drop of performance out of the Wii's 
tiny, bumblebee-like engine. Sure, the textures 
are muddy and the visuals lack any sense of next- 
gen polish but | didn't experience one moment of 
slowdown or a single graphical hitch during my 
entire time with the game. | almost couldn't help 


but wonder what the game would have been like 
on the 360 or PS3; I'm sure with the extra legroom, 
High Voltage could have presented a far more vi- 
sually pleasing game. 


«FOR CONVEYING WATER... 

But the Wii's lack of power doesn't explain the 
boring story that had me tapping the A button 
as fast as | could during cutscenes. There's some 
mumbo jumbo about some shadow organization 
that's plotting to take over the world using aliens 
or something; | don't know, it didn't make a lot of 
sense. Worse still was the ending—if you can call 
itthat. | was playing a level and after killing all the 
enemies, a cutscene triggered and the end cred- 
its started to roll. Say what? Where's the climactic 
boss fight and the sense of dramatic build up? Oh, 
and to top it all off, there's an obvious setup for a 
sequel. Sigh. 

The funny thing is, after wrestling with the ter- 
rible controls for the five hours, thirteen minutes 
and eleven seconds it took me to beat the game 
(before you set the Internet aflame over how 
"short" the game is, | took the most direct route to 
the end and didn't look for all the secret rooms and 
discs scattered around—most of you will proba- 
bly take a little bit longer), | was actually glad the 
game had ended. | will admit that the weapon aim- 
ing, a crucial aspect of FPS games that I’ve never 
really enjoyed on the Wii or any console game for 
that matter (I’m а diehard keyboard and mouse 
fan), is actually handled really well in The Conduit. 
I'd go so far as to say it's the best I’ve seen in a Wii 
title. Turning your viewpoint is smooth and there 
are menu options that let you customize pretty 
much every aspect of the interface that you could 
want. | played with the default and was absolutely 
happy with it. 


«OR OTHER FLUID 

What I couldn't stand, however, was the use ої mo- 
tion controls; for whatever reason, High Voltage 
mapped two critical functions—grenade throw- 
ing and melee—to motion controls but even my 
grandmother knows that that was a dumb move. 
You make a throwing motion to toss a grenade and 
how hard you swing dictates how far it flies. But 
it's not an exact science, meaning your explosive 
either flies over your enemy's head or lands five 
feet in front of them. The melee is even worse: you 
have to thrust the Wii Remote forward to trigger it. 
Yep, that's right; you have to wildly move the very 
same Wii Remote you use to aim with. This means 
after you kill a nearby enemy with the butt of your 
gun—if you can get the fickle melee to trigger, that 
is—you'll probably die because your viewpoint 
was suddenly thrown off and you couldn't get it re- 
aligned in time to shoot at the enemy on the other 
side of the room. It’s inconsistent, unreliable and a 
complete liability in the heat of battle. 


There’s a decent mix of weapons including the scoped SCAR 
which is good for both long distance and close quarters combat. 


The Conduit’s multiplayer is solid but it probably won't 
attain the revered status that GoldenEye achieved. 


| should also mention the game's main gim- 
mick, the All-Seeing Eye. This admittedly cool 
looking device is a floating orb that hunts down 
hidden triggers used to unlock doors and se- 
cret sigils that give you access to super powered 
weapons. Unfortunately, it's used in the most 
obvious of ways and only plays a minor part in 
the gameplay; worse still, when it detects some- 
thing, it emits an annoying beeping sound that 
gets louder and faster the closer you get. It's re- 
ally poorly implemented though and it'll send 
you running around in circles searching desper- 
ately for the hidden item so you can shut off the 
grating sound. 


A SIMILAR NATURAL PASSAGE! 

To be blunt, The Conduit is a by the numbers 
shooterthatoffers a couple ofthrills but ultimately 
doesn't make much of an impact. If your system of 
choice is the Wii then І suggest you check it out, 


as action games are few and far between on the 
platform and The Conduit does have its positives; 
anyone who loved GoldenEye will want to give a 
look as well if only to get a nice dose of nostalgia. 
But the rest of you shouldn't feel a need to aban- 
don your favorite next-gen shooter for this one. 
—Tae K. Kim 


inally, some smooth weapon aiming in 


a Wii FPS game; it has its moments. 


CONS: Terrible motion controls, uninterest- 
ing storyline, and unimpressive graphics. 
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Wrangling ghosts із like trying to land a giant fish: hook 


"ет, tire ‘em out, and then slam them into a trap. 


GHOSTBUSTERS: THE VIDEO GAME 


з not quite what | hoped for, but it’s a lot better than | expected. 


came out, and | went nuts for it. If it was play- 
ing in a theater, | snuck in to see it. If a friend's 
family rented the video, | invited myself over for 
an extended stay. | quoted dialogue lines and sang 
along with the theme song. So it wouldn't sur- 


[ was a little kid when the Ghostbusters movie 


Js У ї 
In Ghostbusters: The Video Game's multiplayer Destruction mode, concentrate on taking out the 
evil relics first, or you'll quickly find yourself overrun with all sorts of inter-dimensional insanity. 


prise you to hear that the prospect of actually join- 
ing the team set my inner ten-year-old loose like 
he’s on a sugar bender. Sadly, Ghostbusters: The 
Video Game doesn't quite live up to my childhood 
fantasies but it's still a solid game that manages to 
capture at least some of the magic. 


WHO YA GONNA CALL? 

That starts with the game world that the develop- 
ers have created. The game takes place in New 
York and everywhere you look you'll find little 
touches that harken back to the movie. The ma- 
jor players have all returned—no Rick Moranis or 
Sigourney Weaver, though —to give voice to their 
slightly awkward 3D caricature counterparts, and 
everything from the proton pack on your back to 
the ECTO-1 is recreated in detail. 

The game takes place in 1991 and puts you in 
the shoes of a new recruit who joins the Ghost- 
busters. The Natural History Museum is set to 
unveil an exhibit dedicated to the warthful god 
Gozer; as you can expect, things go awry and one 
enormous wave of energy later, New York City 
is once again crawling with ghouls, ghosts, and 
other things that are far stranger. After getting a 
lesson from Ray on the basics of how to "zap 'em, 
cap ‘em, and trap 'em", it's onto the main goal: rid- 
ding the world of paranormal evil. 


REEL THEM IN 

Grappling ghosts into submission in Ghostbusters 
is the supernatural equivalent of bass fishing, 
with a brightly colored particle stream instead of 
а hook and line. As | struggle with "hooked" spir- 
its, my slam gauge fills, which enables me to hur- 
tle the lassoed entities into hard surfaces with the 
flick of a trigger. For a while, the whole process 
looks and feels wonderful, despite the occasional 


drop іп frame-rate, and | come to fancy myself an 
urban ranger at a paranormal rodeo. Still, | per- 
form this same dance with my opponents count- 
less times over the six or seven hours it takes to 
complete the solo-only campaign, апа I'd be lying 
if | said it never got repetitive. 

Ghostbusters stirs in some interesting ideas, 
but doesn’t build them up enough to stave off 
monotony entirely. You'll track down haunted ar- 
tifacts and scan troublemakers with the PKE Me- 
ter, but constant reminders of when to do so kill 
any sense of sleuthing. New weapons appear at 
predetermined points, but their effects seem sub- 
dued. For instance, the Stasis Stream promises to 
slow down creeps, but in practice seems effective 
only against golems and select bosses. There are 
fun possibilities, like using Slime Tethers to rub- 
ber-band specters into traps, but they're always 
less practical than hosing the floaters down with 
the blast stream. 


RESCUE 911 

More alarmingly, what begin as minor frustra- 
tions pick up steam over time. | loved visiting the 
old Sedgewick Hotel, and battling the Stay Puft 
Marshmallow Man in Manhattan, but the story is 
often less a sequel than an alternate reality high- 
light reel from the first film, and the surprisingly 
inconsistent environments vary from polished 
set-piece arenas to tedious trudges through dull 
corridors. Meanwhile, any time my entire squad 
was together to dispatch a boss, | wished "а se- 
lected casual difficulty, because | spent more time 
running around reviving ineffectual teammates 
than | did actually fighting. 

І never found these annoyances truly aggra- 
vating, apart from the poorly balanced final en- 
counter, but they certainly put a ceiling on my 
enthusiasm. What bothered me more was that the 
script simply lacks the exuberance of the movie. 
Maybe what was riotously funny in the ‘80s comes 
off as tepid now. Maybe it's just far more diffi- i 
cult to nail comic timing in a game. Whatever the a 
case, apart from a smattering of laugh-out-loud «ИП 
moments, the comedic elements are only mildly For Protection mode you'll want to work together to defend PKE Disruptors, 
amusing at best, leaving only light horror to pick but try to put ghosts in your own traps to rake in the most cash. 
up the slack. 


PULL TOGETHER 
Thank heaven for the six different job types of in- 
stant multiplayer competition. Roping in increas- 
ingly more powerful kinds of creep with three pals 
is as simple as it sounds, whether you're working 
to destroy evil relics or activate PKE Disruptors, 
but you're virtually guaranteed to have a great 
time. There's no better way to enjoy the sheer va- 
riety of imaginative creature designs, the daz- 
zling weapon effects, and the destructibility 
of public spaces. Even the different weapons 
seem more purposeful, especially in the presence 5 TNR " 
of power-ups like ghost shrinkers and pink slime 5 T€ Т FUN FAC OR 
that turns attackers into allies. 
Though | was ultimately some- 
what disappointed by the flawed 
and fundamentally repetitive 
nature of my time as a green 
recruit, Ghostbusters’ tight 
online componentrenewed 
my long-term enthusiasm 
for slam-dunking slimers. 
Now | just need to figure out CONS: Repetitive overall; not-so-bright team- 
how to get Ray Parker, Jr.'s | mate А.І; some dull environments; disap- 
theme song out of my head. pointing dialogue. 
—Cameron Lewis 
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PROS: Catching ghosts just feels right; engag- 
ing multiplayer options; snazzy special effects; 
environmental destruction. 


Тһе electricity based superpowers аге really fun to play with. 
Once they’re fully upgraded, they get even more destructive. 


INFAMOUS 


Electricity based super powers are awesome, but what happens when it rains? 


friend once told те І should always sleep on 
Av decisions because waiting until the 

morning supposedly helps you from doing 
anything rash. It’s the middle of the night now and 
| just beat inFAMOUS, so I’m about to write my re- 
view of it before | go to bed. | should probably take 
my friend’s advice and let the anger and resent- 
ment | feel towards the game simmer down a little 
before | write it up, but screw it: I’m on deadline. 


FAME AND FORTUNE 

Let's begin this review from where | left off: 
the end. Without spoiling anything for you, let 
me just say that inFAMOUS'’ final boss fight is, 
without a doubt, one of the most frustrating 
gaming experiences l've had in a long while. 
It's long, drawn out, and not fun in any way. It 
isn't particularly difficult once you get the fi- 
nal boss' attack patterns down, but he has a 


The default lightning bolt is the most useful weapon in the game and 
serves a variety of uses, from long range sniping to blowing up cars. 


نق ق р‏ 


huge health bar that your attacks can only nib- 
ble away at, so you basically feel like a mos- 
quito trying to take down the Jolly Green 
Giant. The game also ends with a plot twist 
that would have M. Night Shyamalan mutter- 
ing “Say what?” The story was sort of сопуо- 
luted to begin with, but the ending comes right 
out of left field; even worse, it conveniently 
sets up a sequel, which makes it feel even 
more contrived. 

So yeah, | probably should have gone to 
bed and written this up in the morning because 
the sting of the bad ending might have worn 
off by then and | would have started things 
off by focusing more on what the game does 
right. Like how the game world is well real- 
ized and how the electricity based powers 
are really fun to mess around with; my favor- 
ite was the fully upgraded electricity grenade 
which blows up your foes and chains them to 
the floor with electrified restraints. You also 
gain the ability to grind power lines and train 
tracks and floating down from the sky using 
electricity to dampen your fall is pretty sweet 
too. The PlayStation 3-exclusive inFAMOUS 
has a lot of side missions as well, though it 
can't match the sheer variety or number of 
other sandbox games like Grand Theft Auto 
IV, and they were fun enough that | often put 
aside the main campaign to bring a little justice 
to the city. 


Зак 


THE PRICE OF FAME 

inFAMOUS’ other saving grace is that, aside 
from the terrible storyline and the awful ending, 
its flaws are only minor; they are rather annoy- 
ing, though. Your enemies, composed of three 
shady looking street gangs that are basically pal- 
ette swapped clones of each other, are all armed 
with automatic weapons that never run out of 
bullets and have the range of sniper rifles; they 
also love to camp out on rooftops (run around 
onthe ground and you'll constantly get peppered 
with bullets) and they can jog faster backwards 
than you can forwards. For all your superpow- 
ers, it's almost always better to stay far away 
and peck at your foes with your default lighting 
bolt weapon. Try to engage them in close quar- 
ters and you'll almost always get surrounded and 
filled with lead. 

The main character also has the sweet abil- 
ity to climb buildings like a hopped up squir- 
rel, but the "stickiness" of his hands can 
sometimes lead to problems. Jump towards 
a handhold and your character will automati- 
cally grab it; that's useful when you need to 
get to the top of a building—but you'll find 
yourself grabbing onto a handhold even when 
you don't want to, which can lead to a lot of 
frustration —especially if you're in the middle 
of a firefight. There's also a "karma" system 
that's affected by your actions but it wasn't as 
fully realized as it could have been, as most of 
the decisions were fairly black and white and 
had no real sense of moral ambiguity; only 
once did | hesitate before making a choice 
(that one was really well done, though). Still, 
it leads to some interesting character devel- 
opment options, and let's not forget the mul- 
tiple endings; | decided to go full boy scout 
but some of you will gladly play the villain, 
I'm sure. 


| WANNA Live FOREVER... 

| haven't settled on a score for inFAMOUS yet. 
I'm gauging its faults—poor story, lackluster 
ending, frustrating combat—against its posi- 
tives—awesome powers, well realized world, 
great level design—but I’m having а hard time 
deciding if it’s a great game with a handful of 
minor faults or a good game with one or two ma- 
jor faults. | guess ІЛІ go to bed and figure it out 
in the morning. Update: I’ve decided that it’s the 


The architecture of the city is really impressive. There are 
a ton of buildings for you to climb and the intrepid urban 


Unless you're going for the evil ending, watch your fire when you're 
on the streets or innocent bystanders will get caught in the blasts. 


former. Great game, minor faults, a lot of fun to 
be had, terrible story but the gameplay holds up 
despite it. Maybe this "sleeping on it" thing has 
some merit, after all.—Tae K. Kim 


i PROS: Awesome arsenal of superpowers; huge 
%-2 game world; engaging gameplay. 


The boss fights are few and far between but they’re fairly CONS: Confusing storyline; terrible ending; 
interesting; the final boss fight is sort of lame, though. frustrating combat. 


Multiplayer is a sweet bonus but | wish they'd allowed you to play as 
existing characters like King Hippo. Now that would be awesome. 


PUNCH-OUT!! 


The champion re-enters the ring! 


fter a whopping 15 year hiatus, the Punch- 
Ас series seemed to һауе hung up the 

gloves for good. Gamers were left with pa- 
per contenders like Facebreaker, titles that had 
some punch but couldn't capture the cartoonish 
appeal and addictive fun of the original champion. 
But now, Punch-Out!! is back and thanks to Next 
Level Games—the masterminds behind GamePro 
favorite Super Mario Strikers Charged—Little 
Mac is poised to recapture the title belt in this 
fantastic reboot! 


Mac 15 BACK! 
As in the NES classic, Punch-Out!! puts you in the 
role of the plucky Little Mac as you fight your way 
to the World Circuit belt; aiding you is the inspi- 
rational trainer, Doc Louis. If you played any of 
the original titles, you know that this isn't a tra- 
ditional boxing game; in fact, ГА go so far as to 
say that it's really a puzzle game. While the moves 
are similar to what you'd find in any other box- 
ing title, the Punch-Out!! games have never been 
about simply pummeling your rival into submis- 
sion. With careful precision and timing, play- 
ers are asked to master the body language that 
each unique opponent possesses, memorize di- 
verse fighter-specific patterns and learn how to 
counter and protect against absolutely insane 
special attacks. 

True to Punch-Out!!’s roots, all 13 over-the-top 
opponents vary drastically in speed and power. 


Where mad lrishman Aran Ryan is all about mo- 
mentum, Turkey-bred Bald Bull is a monster built 
ofraw power. It's definitely worth noting that each 
character is masterfully modeled and animated; 
they each bring a trademark attitude and ringside 
presence that simply pops off the screen. 


PuNcH-DRUNK LOVE 

Since the gameplay hews so closely to the 
original, l'Il focus on the next most important 
aspect: the controls. You can choose from motion- 
sensitive Nunchuk and Wii Remote controls, clas- 
sic NES controls, or throw in a Balance Board to re- 
ally bring you into the game. While | found myself 
more than content with holding my Wii remote 
sideways in the vein of an old-school Nintendo 
controller, it’s worth mentioning that the motion- 
sensitive controls worked very well for them- 
selves. The Balance Board is a neat idea, but 
the game requires precise dodging, ducking and 
countering and the Board felt too slow and poorly 
integrated to hold its ground. 

Punch-Out!! also has a ton of modes to choose 
from, ranging from the meaty career mode to an 
Exhibition mode where you can go battle de- 
feated fighters with specific challenges involved 
(TKO Von Kaiser in five minutes, knock Great Tiger 
out in only three punches, etc.) Finally, there's the 
highly anticipated multiplayer; the game splits the 
screen down the middle and each player controls 
a variant Little Mac. While | enjoyed what Head-to- 


Head had to offer, | couldn't help but wish it made 
all the fighters available. How cool would it have 
been to wear the crown of King Hippo, or perhaps 
tag-team Super Macho Man with a friend? 


IF IT AIN'T BROKE... 

Still, there's no denying it: Punch-Out!! is some 
of the most fun l've had on the Wii in quite some 
time. A spectacular trip down memory lane, it 
manages to capture the old-school essence that 
made the 1987 original such a success, all the 
while integrating just enough new material to help 
it hold its own. It's not perfect by any means but 
it's undoubtedly one of the finest arcade-inspired 
titles to grace store shelves in this "next gen" era. 
— Will Herring 


FUN FACTOR 


PROS: Addictive, classic gameplay; beautiful 
animations and vibrant visuals. 


CONS: Lackluster multiplayer; steep difficulty 
curve; no online capabilites. 


Achance to step into John Connor's shoes of and blow up a bunch of Termina- 
tors sounds like a dream come true, right? Sadly, it's sort of a nightmare. 


TERMINATOR SALVATION 


Buy this one and you can say "hasta la vista" to your money. 


Pss Drm ar 


ideo games based on movies generally get 
V a bad rap and rightfully so. What's worse 

than dishing out hard-earned cash for an 
undeniably rushed-to-deadline cash-in? Thank- 
fully, there are plenty of titles out there from Rid- 
dick to Wolverine that introduce just enough new 
material to keep gamers interested, and may just 
rise above their movie counterparts in terms of 
quality—games that truly break the mold. Termi- 
nator Salvation is not one of those games. 


"COME WITH ME IF...OH, FORGET 

So, let's recap the story so far: the year is 2016, 
post Judgment Day, and the self-aware Al known 
as Skynet continues to wage war upon the surviv- 
ing humans. John Connor, a member of the dwin- 
dling Resistance, finds himself on the losing side of 
the ever-escalating man-versus-machine conflict. 
Upon receiving a radio transmission from aban- 
doned Resistance soldier David Weston, Connor 
makes it his mission to rescue the deserted recruit 
and inspire everyone and their mother on the way. 
Imagine a very unenthusiastic version of Saving 
Private Ryan, where instead of Nazis, Tom Hanks 
is attacked by murderous machines and you'll get 
the idea. 

Salvation is a by the numbers run-and-gun 
shooter—nothing more, nothing less. Machines 
arrive in waves, you unleash enough lead to blow 
them back to the scrap pile and then move on to 
your next location. Simple, right? In all honesty, 


this would have been a fantastic formula if given 
the proper time, care and treatment. Instead, Ter- 
minator Salvation just plays as a bug-riddled, 
murky mess of a shooter that ends before it 
even begins. 


SHOOT, FLANK, RELOAD, REPEAT 
Visually, there’s no denying that Salvation looks 
rushed; it’s absolutely dreadful from every per- 
spective. Post-apocalyptic rubble and flora pops 
on and off screen and incredibly similar charac- 
ter models move with stiff, awkward animations. 
But poor graphics shouldn't hold a game back too 
much if the game's fun, right? 

Which brings me to my next point: Salvation 
isn't much fun to play. The combat is repetitive, 
as you're forced to mow down endless hordes 
of Aerostats and T7's in endless succession. The 
most strategy you're going to find in Salvation is 
this: make your way behind the machine and shoot 
it in its glowing battery pack until it goes boo: 
Then there's the infamous T-600 endoskeleton— 
one of the most memorable and villainous figures 
in film lore. Well, until you realize that all you have 
to do is shoot it in the chest with an assault rifle 
until it collapses—then it seems pretty tame. 


LEAVING SO SOON? 

While Salvation's co-op mode makes the title a 
bit easier to bear, it's incredibly short campaign 
(a miniscule nine missions) simply isn't worth the 


$60 admission fee. While there are some cheap 
thrills to be found in the title's rail-shooter seg- 
ments and hardcore Terminator fans will no doubt 
want to rent the title just for the chance to go toe- 
to-toe with a T-600, | can't recommend Salva- 
tion as anything more than exactly that: a rental. 
—Will Herring 


PROS: Iconic Terminator characters and uni- 
verse; co-op is a plus. 


CONS: Incredibly short; incredibly repetitive; 
incredibly broken. 


Fuel's graphics more than hold its own against the competition; especially 
impressive is the scenery and terrain, of which there is over 5,000 virtual miles. 


FUEL 


It'S not the best off-road racer, but it's still one hell of a ride. 


started reviewing it. Sure, it had great graph- 

ics and the racing was slick but | couldn't stop 
comparing it to MotorStorm and Pure; | wasn't sure 
what Fuel offered that those two games didn't. I'm 
still not sure but | have to admit that the game grew 
on me, enough that | stopped comparing it to other 
games and just started to enjoy it. 


ЕС very impressed with Fuel when | first 


FULL TANK 

While it’s not as graphically impressive as Motor- 
Storm and Pure, Fuel more than holds its own when 
it comes to visuals. The only weak spotis, strangely 
enough, the vehicles and the racers; for some rea- 
son, they looked a little dull and jagged around the 
edges. The game world, though, is awesome; the 
sheer size of it is impressive and | never once no- 
ticed a loading screen or a pause as | tore my way 
around the detailed scenery. There is a short load 
time between races but you barely notice it. 


The game also sports some spectacular 
weather effects. So far, "уе driven through hella- 
cious dirt storms, saw lightening come down and 
set nearby trees on fire and withstood hurricane 
force winds. The game also has a full day/night cy- 
cle and it’s pretty cool to watch the sun go down 
and come back up as you drive around. 


RUNNING ON EMPTY 

But Fuel isn't perfect and its flaws keep it from over- 
taking its competitors. First, | hated that the accel- 
erator is assigned to R2; having to keep that button 
pressed down during races does not feel good at all. 
The game also has a useful "respawn" feature that 
puts you back on track if you go off-course but it's 
less helpful than it sounds. There's also a 'free ride" 
mode where you can explore the world to find new 
activities and while it's technically impressive, the ex- 
perience is a little sterile especially because so much 
barren real estate exists between trigger points. 


Still, for all its faults, | ended up liking Fuel; it's 
a solid racing title and if MotorStorm or Pure didn't 
exist, | probably would have rated it higher. As it 
stands, it's the third best next-gen off-road racing 
title l've played and while third place won't get you 
the checkered flag, it still gets you onto the winner's 
podium.—Tae K. Kim 


PROS: Massive game world with tons of 


aces | 
and activities to unlock; great weather effects 


CONS: Accelerator mapped R2 button; broken 
“respawn” feature; open world feels sterile. 


The battlefield is a dangerous place where 
hunkering down in a buildin 


A full-retail experience for a DLC price. 


safety is hard to come by; even 
an lead to an untimely death 


BATTLEFIELD 1943 


GAMEPRO 
ОАА 
«EDITORS: 
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fat stack of cash that Battlefield 1943 was sold 

on real-life shelves in a real-life box. Instead, 
this Xbox Live Arcade and PlayStation Network 
download boasts the quality of a full-blown retail 
game at an affordable $15 price. Of course, since 
this is DLC, some sacrifices had to Бе made—this 
means no solo campaign and the lack of А.І. bots. 
Butthat just allowed DICE to focus on whatthe se- 
ries is known for: kickass competitive multiplayer 
and balls-to-the-wall action. 


і f | didn't know any better l'd have wagered а 


THE SPICE OF LIFE (AND DEATH) 

With just one game variant, your objective in Bat- 
tlefield 1943 is simple: kill the enemy and capture 
control points to reduce their reinforcements. 
When you have an untimely accident with a tank 
shell you'll revive yourself at one of your control 
points and get back to the fight. Once a team has 
spent all of their respawn tickets they lose the war 


on Wake Island, Iwo Jima or Guadalcanal. If this all 
sounds a bit familiar, it’s because 1943 adds noth- 
ing to the standard that was set by its PC prede- 
cessor seven years ago. 

Even in the face of the limitations, the bril- 
liance of Battlefield 1943 is its variety. The tug- 
of-war for control is fast-paced and fun, made all 
the more enjoyable by the spreading pandemo- 
nium. How you inflict that unbridled mayhem is 
up to you. Access to airplanes, tanks and turret- 
mounted trucks offers an alternative to hoofing 
it behind enemy lines with guns blazing while 
the sprawling, wide-open maps are cleverly de- 
signed to encourage the use of the three soldier 
classes. Riflemen have no distinctive qualities 
but acts as all-around assault units; scouts can 
snipe while blending with bushes and plant re- 
mote bombs; and infantry can take out tanks 
while tucked іп a trench when they're not shred- 
ding through soldiers with a machine gun. And if 
your chosen class doesn't suit a certain situation, 
pick up the pack of a fallen enemy and inherit his 
gear. You can also hop on mounted machine 
guns in the top of a tower, take a seat in the anti- 
air artillery, or call in an air raid to carpet bomb a 
control point. 


SYMPHONY OF DESTRUCTION 

The delicately designed islands are dense 
with foliage, abandoned buildings, sentry tow- 
ers, barbed-wire fences and sandbag barriers. 


But the expressive environments quickly suc- 
cumb to the chaos of 24 players vying for total 
control. Still, thanks to the obliterated buildings 
and busted bridges the battlefield becomes 
completely chaotic in the best way. Battlefield 
1943 also constantly rewards you with points 
thatgotoward commemorative badges and new 
ranks, which gives you tons of incentive to keep 
on playing. 

With satisfaction always within reach, Battle- 
field 1943 makes for an addictive online experi- 
ence. It's a shooter that's made for cheapskates, 
not by them: you're essentially getting a triple-A 
title at a quarter of the price. Some of you might 
complain that it doesn't contain enough content 
but actually dive into the game and your worries 
will quickly disappear.— Mitchell Dyer 


FUN FACTOR 


: Satisfying experience for a relatively 
low price; loads of in-game variety; huge, well- 
designed maps; consistently rewarding. 


CONS: Limited multiplayer content and no 
А.Л. bots to practice with. 
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Colorful characters, beautiful backgrounds, and absolutely insane combos 
are just the tip of the iceberg in BlazBlue, a one-of-a-kind brawler. 


BLAZBLUE: CALAMITY TRIGGER 


This unique and outrageous fighting game packs an immense punch. 


IEEE 


fter a less-than-stellar change of pace with 
А” 360 exclusive Guilty Gear: Overture, 

Arc Systems has returned to their fight- 
ing game roots with their latest epic brawler, Blaz- 
Blue: Calamity Trigger—and trust me when | say, 
it was worth the wait. 


THE WHEEL OF FATE IS TURNING 

To say that BlazBlue has an “interesting” story 
is like saying Pocky is “kind of delicious”. While 
most fighting games put little to no emphasis on 
the events leading up to the frequent beat-downs, 
BlazBlue has created an incredibly unique world, 
beautifully brought to life by its colorful cast of 
characters. It's so convoluted that | won't even try 
to explain it but it’s a heck of a lot more interesting 
than the generic “fighters come together to beat 
each other up for no good reason” storyline found 
in most fighting games. 


BlazBlue’s story mode plays out like a visual 
novel, narrated with incredibly solid voice acting 
(dual language supported, at that) complete with ac- 
tions and dialogue choices which affect the “plot.” 
Each of the 12 characters has multiple endings so it 
pays to go back time and time again to try and find all 
of the “true” endings. It’s great to slowly but surely 
see how all of the stories and relationships come to- 
gether, but for the impatient, BlazBlue works just as 
well as a pick-up-and-play fighting game. 


THE SPICE OF LIFE 

BlazBlue’s gameplay is all about insane combos, 
outrageous special attacks and downright addic- 
tive brawling. Battles are rendered with beautiful 
hand-drawn characters and animations that really 
come to life in HD. The level designs are incredi- 
bly detailed as well: the multilayered stages beau- 
tifully mesh vibrant 3D and 2D backgrounds into 
unforgettable arenas. 

BlazBlue’s actual combat engine is similar to 
Guilty Gear's in the sense that it's easy to pick up, 
but difficult to master. Lighting-fast attacks de- 
mand careful precision, and while amateur players 
can get by with button-mashing, advanced play- 
ers will no doubt take the time to learn the unique 
body-language, attack patterns and combat style 
of each character. It's an incredibly rewarding sys- 
tem and it'll especially pay dividends if you want to 
take your game online. You'll also need to develop 


your skills to survive the computer-controlled 
characters—they aren't pushovers by any means. 


REBEL ONE...FiGHT! 
While | absolutely adored my time with Blaz- 
Blue, it isn't for everyone. It lacks the realism and 
grittiness many gamers crave in next- 
gen fighters and the looming re- 
release of Marvel vs. Capcom 

2 will no doubt push it out of the 
spotlight. But if you're looking for a 

unique fighting experience with tons 
of charm and wit then look no fur- 
ther than BlazBlue. Your thumbs 
may not forgive you, but the fight- 
ing enthusiast inside of you will 
feel right at home.—Will Herring 


ic, addicting 


Beautiful visuals; fanta: 
combat; wonderful soundtrack. 


CONS: Confusing (but interesting) story; bat- 
tles can degenerate into button-mash fests. 


The Koi Pond is опе of the simplest games in Let's Tap but it’s tremendously soothing. 
Input specific combinations of taps to populate your pond with different kinds of fish. 


LET's TAP 


An interesting yet fluffy use of the Wii Remote tech. 


the GamePro.com forums, much to the chagrin 

of the Wii fanboys. | didn't do it to demean the 
game in any way—after all this time, it still remains 
the quintessential Wii experience—but let’s be 
honest here: Wii Sports wasn’t a game so much 
as it was a showcase of the Wii Remote's capabili- 
ties. And really, there’s nothing wrong with that. 
There's also nothing wrong with what Let's Tap is 
trying to do either: it’s yet another tech demo that 
further expands upon the Wii Remote's unique 
capabilities. The only problem is, I’m not sure if 
that’s enough to sway gamers to buy it. 


| once called Wii Sports а glorified tech demo оп 


ТАР DANCING 
Let's Tap unique gimmick is fairly impressive: 
you place the Wii Remote on a box and tap on the 


Within Reach! 


surface to control a variety of mini-games. The 
vibrations are picked up by the Wii Remote's ac- 
celerometer and translated into on-screen action. 
There are five types of mini-games that take ad- 
vantage of this unique control scheme and while 
they're all interesting, some are more successful 
than others. Honestly, | had the most fun with the 
Visualizer mode; it's a freeplay mode that lets you 
justtap out rhythms to do things like shoot off fire- 
works and create caligraphy drawings. Tap in the 
right combination of light, medium and strong 
taps and you'll unlock a cool visual treat—it's like 
using Morse code to spell out words. 

It's actually a lot of fun and І could easily see 
kids being enthralled by it. The fact that you can 
go at your own pace and that something is always 
happening on the screen makes it the perfect little 
visual toy to play around with. The other modes 
are а mixed-bag, though. | thought Tap Runner 
was pretty entertaining (you race a little faceless 
man through an obstacle course by tapping in 
rhythm) and Rhythm Tap has some potential (you 
tap to the beat of various songs) but Silent Blocks 
(it's basically Jenga but you tap out each piece) 
and Bubble Voyager (you keep a jet-packed char- 
acter in the air by tapping and help him navigate 
through trap filled levels) were rather weak. 


STRAIGHT OUT OF THE TAP 
| almost wish that Let's Tap's control scheme 
had been invented by WarioWare developers, 


Intelligent Systems instead. A combination of the 
unique tap controls with a series of quirky rapid- 
fire mini-games would have been awesome be- 
cause Let's Tap's mini-game collection quickly 
loses its appeal. | grew bored with the five modes 
after a while; even the Visualizer starts feeling 
dull eventually. 

Still, the control scheme is interesting and 
unique enough that | think some Wii owners will 
dig it. The novelty wore off pretty quickly for me 
but some of you might find it charming enough 
to play through all of the modes multiple times; 
multiplayer also holds some potential and І can 
easily see people tapping together at Wii parties. 
And if you want a silver lining, the technology 
is damn solid and proven, so here's hoping that 
other developers take notes and find other inno- 
vative uses for it.—Tae K. Kim 


FUN FACTOR : 


innovative use of the Wii 


PROS: Interesting an 
Remote tech. 


CONS: Included mini-games lose their appeal; 
is there enough "game" to satisfy gamers? 


Some people claim Klonoa is easy. Тһе early levels, maybe, but the final 
few are fairly challenging and may give younger gamers a difficult time. 


KLONOA 


Much like getting your ass kicked by Hello Kitty, Klonoa is the most adorable beatdown you will ever suffer. 


on the original PlayStation and my memo- 

ries were, for the most part, positive. | re- 
called cute visuals and awesome platforming 
gameplay. So when the Wii remake floated in 
for review, | booted it up expecting a smooth trip 
down memory lane. What | got instead was one 
hell of a bumpy ride. 


| remember playing Klonoa when it debuted 


GOOD INTENTIONS 

That's not because the game is horrible. | actually like 
it a lot and it’s easy to see why my memories of the 
game were so candy-coated. The animation quality 
graphics, which have ported over really well to the 
Wii, are amazing and the cute voice-over work is ex- 
ceptional. When the level design is at its best, the 
game has a great sense of flow; you move along a 2-D 
plane but the 3-D levels allow you to switch planes 
and perspectives. The camera does a great job of 
keeping up, though, so you never get disoriented. 


But | was quickly reminded how brutally hard the 
game is: later levels demand precision timing, dex- 
trous jumps and split-second maneuvering. One 
tiny little misstep and you're sent plummeting to 
your death; add in the limited number of lives and 
you're in for gaming experience that would make 
Sisyphus shudder. The controls don't help much 
either because no matter which setup you use— 
you can use the Wii Remote, the Nunchuk combo, 
a GameCube controller or the Classic Controller— 
the difficulty doesn't go away. 


NOTHING WORTH НАМІМС... 

And yet, Klonoa is still a good game. l'd even 
go so far as to call it one of the better platform 
games ever produced. However, it's a tricky 
game to recommend because its kid-friendly 
vibe beliesits difficulty. That'snotto say younger 
gamers won't like it nor does it mean they won't 
be able to conquer it; previews editor Andy Burt 
pointed out to me that when we were kids, we 
had to contend with games like Mega Man and 
we turned out just fine (relatively speaking, of 
course). But my fear is that parents will see the 
cute box art and buy it for their kids who'll be 
left frustrated by the difficulty. Adults can and 
should appreciate the game as well but the Wii 
is a family oriented console (please spare me 
the "hardcore vs casual" rhetoric—l'm not inter- 
ested) so it's an important consideration. 


BRAIN TEASER 

In the end, Klonoa is a fantastic albeit short 
game that unfortunately suffers from a high 
degree of difficulty (although the boss battles 
are ridiculously easy for some odd reason). 
Core gamers will want to definitely check it 
out; you can safely give it to younger gamers 
but be prepared for the possibility that they'll 
come running to you for help in the later 
stages. And if you let someone who's impa- 
tient and prone to throwing things play it, 
make sure they pull the wrist strap on tight, 
no matter how old they are.—Tae K. Kim 


раза шт db de лалы 
and compelling gameplay makes for оле of the 
better platforming experiences around. 


| PROS: cute 5-0! 0 


CONS: High level of difficulty will turn off a 
large portion of its potential fanbase; definite- 
ly not for the impatient or easily frustrated. 


Manage your dungeon right апа you will spawn powerful beasts like this 
fire-breathing dragon, perfect for roasting heroes. 
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HOLY INVASION OF PRIVACY, BADMAN! 
WHAT Пір І Do To DESERVE THIS? 


Only the hardcore need apply. 

adman looks like a simple game on the sur- 
B face but dig deep enough and you'll find an 
incredibly complex strategy game albeit 
one that’s sometimes as unwieldy as the ridicu- 
lous title. The retro vibe, quirky humor and addic- 
tive gameplay shine but the steep learning curve 
will only appeal to the most dedicated gamer. 


DAMN You HEROES! 

Badman's objective is fairly straight-forward: 
you're given an underground cavern that you 
can excavate with a magic pickaxe. Doing so cre- 
ates an army of pixelated uglies that slowly grow 
and evolve as you carve out your subterranean 
dungeon. Heroes come into your caves in an at- 
tempt to capture your helpless Overlord; it's your 
job to defeat them before they can drag him into 
the light. 


122222 


It sounds simple on paper—what's so hard 
about digging up dirt—but Badman requires 
an insane amount of strategy. You can go crazy 
with the pickaxe and just dig a bunch of caves 
but only by taking into account soil types and ex- 
cavating in strategic shapes will you survive the 
heroic onslaught. 


DUNGEON MASTER 

Visually, Badman looks a lot like a mutated cousin 
of the arcade classic Dig Dug. The PSP's screen 
can sometimes get in the way but it's easy to iden- 
tify individual soil blocks. The game takes a food 
pyramid approach: at the bottom are low level 
baddies like Slimemosses. As they move around 
your dungeon, they fertilize the soil and act as 
food for large minions which in turn feed other 
minions all the way up the chain. You have to care- 
fully build your dungeon to maximize your crea- 
tures' functions or your Overlord doesn't stand 
a chance against the 66 different types of heroes 
who'll raid your dungeon. 

You're also graded at the end of every round, 
playing through the first time | constantly scored 
C's and D's and this is Badman's biggest weak- 
ness: the initial difficulty is so steep that it will 
turn off everyone but the most dedicated and pa- 
tient gamer. Unless you're some sort of strategy 
game savant, you will experience your fair share 


of failure in the early going, enough so that most 


gamers will quit in frustration. 


MINIONS AND SLAVES 

І stuck with Badman, partly because І had to for 
the review and partly because | felt the need to 
finish what І started. І liked the deep strategy but 
І was as frustrated as | was entertained. If you're 
a hardcore puzzle master with the patience of a 
saint, by all means pick up this bad boy and give 
ita spin. But if you are a casual gamer looking for 
a quick fix you may want to turn the other cheek. 
—Heather Bartron 


give up first. 


CONS: Dishearteningly difficult; only dedicat- 
ed gamers with tons of patience will dig deep 
enough to fully appreciate it. 


ЕСАМІ TENSE! : DEVIL SURVIVOR 


tlus’ latest installation in its prestigious 
role-playing series takes the franchise's 
tried and true demon-summoning roots 


and introduces them to the Nintendo DS in this 
flawed, but fun-filled SRPG. 


COUNTING DOWN 

Devil Survivor makes a few interesting departures 
from traditional Shin Megami Tensei titles, such 
as implementing grid-based battles in the vein of 
strategy RPGs such as Vandal Hearts and Disgaea. 
The game's combat isn't incredibly deep, mostly 
focusing on summoning the demon best suited 
to fight by your side and exploiting your enemy's 
physical or elemental weakness via a turn-based 
interface. While some enemies will require intense 
thinking on your part regarding the best tactics to 
take them down, other battles feel a bit like a glori- 
fied game of rock-paper-scissors as each demon's 
strengths and weaknesses are on display from the 
get-go, leaving little room for strategy. After each 
battle, players can distribute experience points to 
their protagonist, upgrade various skills, and attain 
Mecca—currency of the underworld—which they 
can use to purchase new demons with later on. 


BOUND IN BLooD 

From the player’s main hub, they can visit differ- 
ent parts of Tokyo, access their COMPs (handheld 
communication devices) and engage in various ac- 
tions in order to further the plot - assuming you 
have the time. Now, time plays quite a large role 
in Devil Survivor, as each character has a “Death 
Clock” floating above their head that only the main 
character can see. The mysterious clock displays 
how many days that person has left to live, and see- 
ing as how you start the game with only one swirl- 
ing number, it’s up to you to use your newfound 
powers to try and lengthen your lifespan. Thank- 
fully, you'll receive new e-mails on your COMP reg- 
ularly, informing you of upcoming disasters. You 


Lite Bonus Lite Bonus 


stop these disasters from occurring; you buy your- 
self a bit more time. You fail, and, it's game over. 
While І enjoyed what Devil Survivor had to of- 
fer, | never really felt too drawn into the game's 
world. Where the Shin Megami Tensei: Persona 
titles remain some of my favorite RPGs thanks to 
their interactivity and engaging plots, Devil Survi- 
vor really only lets you take the driver's seat when 
you're fighting. Aside from navigating menus and 
occasionally selecting different answers in con- 
versations, there's not much to do other than wait 
for catastrophes to occur, intervene, fight demons, 
repeat. Still, aficionados of the Megami Tensei uni- 
verse will undoubtedly get a kick out of the game's 
intriguing story and colorful cast while fans of 
turn-based combat might just find an addicting 
and innovative adventure—just don't expect an 
RPG that'll re-invent the wheel.—Will Herring 


HARVEST MOON: 
FRANTIC FARMING 


tle only, because with this specific entry the 

franchise has officially branched out (pun in- 
tended) into the puzzle genre. When you think of 
farming, probably the last adjective that comes to 
mind is frantic; but when you combine farming 
with Harvesting-Elves (aka Sprites), crops made 
of solid gold, and cowboys who pull up vegeta- 
bles with lassos, the term “frantic” almost seems 
like an understatement. 

However, beyond those electrifying aspects 
of Harvest Moon: Frantic Farming rests the bread 
and butter of every puzzle game: colored block 
manipulation. In Fran- 
tic Farming you'll at- 
tempt to grow and 
harvest various crops 
(each represented by a 
unique icon and color) 
as quickly as possible. 
You'll do this by lin- 
ing up the mature crops so that a Sprite can pluck 
them from your field. With each plucked crop the 
Sprite will plant new ones, which will grow and 
eventually need to be harvested as well. But like 
all competent puzzle games, understanding the 
simple and straightforward premise is only half 
of the agricultural-battle; the real meat of the 
gameplay is found in its mastery. 

Unfortunately, in order for a playerto lay claim 
to Frantic Farming mastery, he'll need to perfect 
one specific technique. This would be alright if the 
game slowly built up its focus on that aspect, but 
instead it asks you to master it in the course of a 
level, making for very uneven difficulty and a cou- 
ple of frustrating rounds. But that's a small gripe 
for what is otherwise a good, if not somewhat fa- 
miliar, puzzler.—Aaron Koehn 


Е rantic Farming is а Harvest Moon game іп ti- 


CONS: Underwhelming presentation; mun- 
dane battles. 


KKK kk 


PROS: Characters are. charming with lots of pei 
sonality; nice game-type and multiplayer options. 


CONS: Uneven difficulty progression and 
shallow story. 


GAMEP R O presents: 


Your Definitive Source for the latest and hottest iPhone games and Apps 
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FEEDBACK 


LETTER OF THE MONTH CONTEST 


5сніск? QUATTRO® 
TITANIUM RAZOR 


This month's Letter of the Month winner will receive a Schick® 
Quattro® Titanium Razor. Four Titanium coated blades stay 
sharp to deliver a close, smooth shave and reduce irritation. 


ағ ағ ау ау ау ау ау 4 
ANDREW RYAN TALKS GAMES 


Whenever the “Core Games Vs. Casual 
Games” culture war is brought up, | have a 
strange tendency to channel Andrew Ryan 


from BioShock... 


22 Fellow gamers, don’t come whining to me 
4 7 i 5 about market forces, and don't expect me to 
Жазым; d @ join in when you look down on someone for 
әні " e ОР РАИ: daring to enjoy something that doesn’t cater 
exclusively to your petulant whims. If you don’t 
like what you think Wii Music and Brain Age are 
doing, well, | suggest you go out there and buy the games you want to see succeed. That's 
what | did by buying Mad World, Deadly Creatures, and Retro Game Challenge. 
...it just happened again! 
4 


Joking aside, | feel like I’ve seen all of this complaining before, just over different things. 
Five years ago, it was the Xbox and the Fratboy Unholy Trinity of Madden, Halo, and Grand 
Theft Auto III that was killing gaming. Before that, it was Pokemon’s kiddy mascots, Ever- 
Quest's internet play, and Final Fantasy VII's FMV cutscenes that were the death knell of this 
pastime. If we had today’s internet in the ‘80s, | bet someone would be saying that the first 
Super Mario Bros on the NES was taking gaming in the wrong direction. 


Wii Sports isn't the harbinger of a gaming apocalypse, it’s just the latest in a long line of 
games that shake things up. Ten years from now, something else will have the spotlight and 
people will be bitching about that, including the “casual gamers” of today. 


Chris Norton—Jefferson City, MO 
Б ЛНУ 4 ағ ағу ау ау ағ ағ” 


MOAR VARIETY PLZ 

| really like GamePro magazine, but how come 
you write about pretty much the same games 
each month? Could you put a little more variety 
in there? It would be nice to see games other than 
commercial games (Ed: huh?) for once. And all the 
games that you write about are always either PS3, 
Xbox 360, or Wii. Could you write more about PC 
gaming? Thanks. 

Rodney Тасеу, Jr.—Detroit, МІ 


І П SUPERIOR 
TO ALL YOU PUNY 
CONSOLES! 


You bring up a good point, Rodney. Of course, | 
would be remiss not to mention GamePro.com, 
where we review just about every game under 
the sun and cover far more PC games (and DS and 
PSP games, for that matter). When we plan for the 
limited space of the magazine, we typically devote 
coverage to games that we know everyone is in- 
terested in. It’s just the nature of the beast. 


That said, we're hardly resistant to change. What 
say you, oh followers of GamePro magazine? 
Should we devote more print coverage to games 
on the PC? Or would you rather us concentrate on 
the big boys like Final Fantasy XIII, Halo 3: ODST, 
and God of War III? Send me an email, let us know 
what you think, and l'Il print the best responses 
right here. Promise! 


FRINGE 
TV TIME 


reading Sid's Static column, | 
know he's a big fan of Fringe. What 
do you think of Heroes and Lost? 
What other TV shows do you watch? 
Derek Denlinger— Lancaster, PA 


From 


Since you asked, dear reader, l'Il tell you 
what | think of Heroes. Which is to say, | 
don't think anything of it at all. It's a fes- 
tering pile of crap and a huge waste of a 
terrific premise - superhuman people try- 
ing to find a place in the world. The first 
season started off strong, with interesting 
characters and some good dramatic ten- 
sion. But starting with the second season, 
Heroes quickly devolved into a soap op- 
era cheese-fest with unrealistic characters 
and god-awful dialogue that sounds like 
it was scribbled on a cocktail napkin. Un- 
less Heroes makes massive changes (the 
original lead writer was recently re-hired, a 
good sign), l'd never waste another second 
оп it. It’s not worth my time. 

Lost is a more interesting case. As with 
Heroes, the first season was a pop-culture 
masterpiece. And like Heroes, Lost immediately 
fell off the cliff in its second season (Anna Lucia 
can go to hell). | gave up halfway through the third 
season and never looked back. But now Game- 
Pro's very own Dave Rudden insists -insists!— 
that Lost is back in fine form. I’m пої 8иге | believe 
him, as | read a few spoilers that sound incredibly 
lame. But l'd be more likely to give Lost a second 
chance than that black hole that is Heroes. 

And as for Fringe, it's clearly the best sci-fi 
show on television now that Battlestar Galac- 
tica has run its course. The first season of Fringe 
ended with a bang: the climax was intelligent, it 
offered new and startling possibilities, and left 
me wondering where the second season would 
go next. That, my friends, is the dictionary defini- 
tion of "great TV." 

As for other shows, | also enjoy Antiques 
Roadshow (don't ask), The Universe on the His- 
tory Channel, and South Park when it's not too 
preachy. І also known to partake in a Family Guy 
ortwo, but my all-time favorite comedies are Sein- 
feld and The Simpsons (pre-season 10). 


There is a new killer 
in town! 


e requis, Contactez le Support Technique 
Errore d sistema. Rivolgersi a Assistenza centi xbox 
зі Servicio de soporte зі cher 


ma. Contate o Suporte 30 Cente: 


XBOX 360 ERROR TERROR 
I'm sure you've heard at least a little about the 
Xbox 360's new E74 error. Do you think this is be- 
ing over-hyped by Microsoft haters? Or do you 
think Microsoft might have a new public relations 
nightmare brewing? | know there just isn't enough 
hard data for anything more than speculation, but 
l'd love to hear any insights if you have any. 


On a final related note: Do you feel Microsoft 
may end up ruining their reputation with gamers 
from their over-rushed hardware? Thanks for any 
thoughts you might have. 

Tom Shields-Via e-mail 


The E74 error code seems to be the new face of the 
good old-fashioned Red Ring of Death, a "systemic" 
hardware flaw in the Xbox 360 that ruined countless 
consoles and cost Microsoft $1 billion in replacement 
costs (sending GamePro designer Brandon Ferrua to 
the post office five times to send back his broken Xbox 
360s). Microsoft recently added the E74 error code 
to its Xbox 360 extended warranty, which originally 
covered just the Red Ring of Death. So that’s a bright 
spot and should give E74 victims some leverage to 
negotiate an amicable outcome with Microsoft. 

Now as to what causes this newer E74 error, 
Microsoft is characteristically tight-lipped. Given 
that the E74 was largely unheard of before the 
“New Xbox Experience” system update that came 
out in November of 2008 (you know, the update 
that added those Avatars nobody cares about), 
the two sure seem to be connected in some way. 
It's an awfully suspicious set of circumstances, 
if nothing else, but it’s not definitive proof that 
Microsoft is trying to hide the Red Ring under the 
guise of a kinder, gentler error code. 


|М” GAMEPRO.COM POLL 


If you're interested in my opinion of Micro- 
soft's hardware reputation, l'm sorry to say that 
І have no opinion to report. In my mind, Місго- 
soft's bungling of the Xbox 360 hardware is be- 
neath contempt. Microsoft's rush to slap the 
Xbox 360 on store shelves before the PlayStation 
3 was clearly to blame here, and they sacrificed 
hardware quality — and therefore customer satis- 
faction - to do so. The Red Ring/E74 error code 
isn't some minor glitch suffered by a few unlucky 
souls, but a catastrophic, unprecedented flaw that 
has affected millions of gamers worldwide. The 
result is lasting damage to the video-game in- 
dustry at large by undermining consumer confi- 
dence in hardware reliability. | can't think of one 
other piece of modern consumer electronics - a 
toaster, a TV set, a freakin' Zune - that has seen 
as many consistent, crippling hardware problems 
as the Xbox 360. It's one-of-a-kind in that regard, 
a doctor's honor. For a company as powerful and 
wealthy as Microsoft, it's an absolutely shameful 
set of circumstances. They should have immedi- 
ately recalled the Xbox 360 hardware and fixed ev- 
ery console free of charge, no questions asked. 

Those of you who think I’m somehow biased 
against Microsoft will surely counter, "but Sid, 
the PlayStation 1 and PS2 both had serious prob- 
lems with the optical disc drives" as evidence of 
my hypocrisy. And that's absolutely true - early 
versions of the PS1 and PS2 had shoddy optical 
drives that caused problems for some players. 
But my response is twofold: a) those problems 
weren't nearly as widespread as the Xbox 360 
failures, which are estimated to strike 10 to 3096 
of units; b) the Xbox 360 has even crappier DVD 
drives that are infamous for failing, scratching 
discs, or in the case of my brother, outright snap- 
ping discs in half. 

| could write a book оп my feelings and analy- 
sis of the Xbox 360's lousy hardware track record 
(which, admittedly, is getting better with the most 
recent Xbox 360 models). But if | were Microsoft, 
l'd drop the "Xbox" moniker from their next con- 
sole —| think that brand is tarnished beyond repair 
- апа work to make sure that this problem never, 
ever happens again. 


Wh 


Epic GAMES 10% 


Тр SOFTWARE 5% 


INFINITY WARD 29% 


о із your favorite shooter developer 


BUNGIE STUDIOS 16% 


2K BOSTON 5% 


VALVE 11% 


INSOMNIAC GAMES 10% 


GUERILLA GAMES 11% 


FEEDBACK 


FIGHT NIGHT OR UFC? 

My friends and | are torn on whether to buy UFC 
2009 Undisputed or Fight Night Round 4. We loved 
Fight Night Round 3, but the development stu- 
dio is different this time and we're hearing great 
things about UFC. | assume you've played both 
games, so which do you think is better? 

Ryan Snyder—Via e-mail 


Well, since you ask...l'd have to say UFC 2009 Un- 
disputed. Fight Night Round 3 was a terrific game, 
and Round 4 does have the Mike Tyson factor. 
But UFC 2009 Undisputed just feels like a deeper, 
more dynamic game to me, with its kicks, holds, 
and grapples. Fight Night Round 4 ain't no slouch, 
butitseemsto devolve into punch-drunk slugfests 
awfully quickly. | love both games, but if you can 
only choose one, l'd have to recommend UFC. 


TEARS FOR MIDWAY GAMES 
| really liked your article on Midway in the May 
2009 issue of GamePro. | think the article could 


have been more out there. | think most peo- 
ple probably overlooked it. І also think that you 
should send that column to Midway if you haven't 
already done so. Please keep us informed with the 
current state of Midway. | remember playing their 
games since | was a little kid my self. 


Thanks, 
Blake-Via e-mail 


It is a heartbreaking situation, isn't it? At press 
time, Warner Bros. was making offers to acquire 
most of the company, so fingers crossed, Blake. 


GAMEPRO 
Buv Му Book! 


| was reading an older GamePro magazine | found 
in my drawer and | read in Spawn Point that you 
guys wrote a book called The 25 Most Influential 
Games of All Time. Where can | buy it? Also, my 
suggestion is that you guys make an iPhone app 
and sell it for like five dollars. You would make a lot 
of money off that. Thanks for the great magazine. 
Michael Via e-mail 


DESICNED BY ANDREW vanc 


Our own Dave Rudden will be very happy to hear 
aboutthis, as he wrote the masterful tome to which 
you refer. You can order a copy on GamePro.com, 
actually - I'd recommend you simply Google for 
“gamepro book influential games" and you'll see 
it right away in the search results. Now give us 
your sweet, sweet money! 


BLACK IS THE NEW BLACK 

І would like to see a sequel to Black, but | don't 
know if it will ever come out. | loved the original 
game, but | am still curious about the game's end- 
ing. At the end of Black, you were framed and had 
to hunt someone down to get the truth. I'd like to 
get to the bottom of who was playing who. Is EA 
planning to make a sequel to Black so we can learn 
the answers? 

James Cornett—Atlantic City, NJ 


We've been bombarded with questions about a 
Black sequel for months now. Just as we went 
to press, EA's Jino Talens responded to Game- 
Prowith the following statement: "Thanks for in- 
quiring about Black. We have no new news to 
report at this time. I’m a big fan of the game as 
well." So there you go, James! 


Moar FINAL FANTASY VII? 

Do you know if there's going to be a remake for 
FFVII? 

Anonymous—Via text message 


Only Square Enix knows the answer to that long- 
standing question. Personally, | think they'd be 
crazy not to remake one of the most treasured 
role-playing games of all time. Of course, I’m only 
a video game editor. What do | know? 


READER REVIEWS 


KILLZONE 2 (оз) 
& By cocacola 
MEL | loved Killzone 2, it was 
: much better then the first | 

game, which was a total flunk. The 
online play is fun and easy, unlike 
the controls. If they ever make a new 
Killzone [please add] better controls. 
Still, online is worth it if you like on- 
line play. | love leveling up, it's much 
easier than in Call Of Duty, but the 
last three levels are harder. 


Авт ATTACK! 


This month's winner 
receives 


Папсе Папсе 
Веуоішіоп 
Universe 


Send us your art! 


GamePro magazine є Art Attack 


UFC 2009 
| UNDISPUTED (хо 
j 360)) 
Ву jmreed27 
First of all this, game 
rocks. It takes every thing you love 
about the Fight Night series and adds 
a new element: Kicking someone in 
the face or ripping their arm off. UFC 
Undisputed is a technical battle that 
we will be playing day in day out. | 
myself have played the demo over a 
hundred times and | cannot wait for 
the full release. This game is a must- 
buy! 


Fun Factor: Aiii 


WRITE то Us: 

Got a question or comment? Write to us with 
your name and town via e-mail: feedback@ 
gamepro.com or GamePro, Head2Head, 501 


2nd St., 


, Ste. 114, San Francisco, СА 94107 (Ве 


sure to tell us your city and state, too.) The best 
letters will be rewarded with publishing brag- 
ging rights in future issues of GamePro. 


CONNECT ONLINE: 
Go online, follow your favorite games and sys- 


tems, а 


па sound off on breaking stories. 


GamePro.com 

Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too—they're the 
Internet's best-kept secret! 


Games.net 

8 Aggregate gaming hub for re- 
views, original features, and 
up-to-the-second blog posts. 


% 


SlobsOfGaming.com 
ТАЯ Full of unhealthily obsessive fea- 
ШҮЙ tures, gaming culture, and over- 
enthusiastic gaming detritus. 


GameGirl.com 

Girls play video games, too! 
One of the hottest sites in the 
GamePro.com network. 


OMGHalo.com 
24/7 coverage of all things Halo. 
All hail Master Chief! 


Luke Ellison 
of Toledo, OH 


501 Second Street, Suite 114 
San Francisco, CA 94107-1431 
artattack@gamepro.com 


Ай art becomes the property of GamoPro magazine. Sorry, we cannot return artwork. We will accept color photocopies or digital scans. ~ 


Bored? Play Free Flash Games 
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PS3, Хвох 360 


Explosive punches and lightning jabs exchange be- 
tween fighters onscreen. Beads of sweat and blood 
fly off the fighters’ faces when hit by big blows. You 
can block in Fight Night Round 4, but a strong punch 
at the right angle can deal massive damage. Incom- 
ing punches in the guard position will weaken your 
blocking and punching power over time, too. This 
changes the gameplay in Fight Night Round 4 to en- 
gage fighters in faster combos, clinch boxing, and 
bobbing and weaving. It’s a different kind of fight 
for fans of the series, but we think the new modern 
approach is a TKO. 


7 ANNOY зно LHII N 


THE MOST REALISTIC FIGHTING GAME. 


FRAGRANCE WITH THE POWER OF LEATHER 


[ hairy pits | 
[ sensitive pits ] 


[ heavy sweating ] 


Made with love’ ру; 
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Our goal iS to preserve classic video дате magazines so that 
they are not lost permanently: 


People interested in helping out іп any capacity, 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


